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Time to reach but and posterize someone. Our new online gameplay lets you and up to 
three of your bqys use one console to take on wannabes nationwide — from gloating Laker 
groupies in L.A; to nostalgic Knicks-worshippers in Queens. There’s e-mail so you can, uh, 
“chat.” Plus franchise mode, swat blocks, and ill crossovers and spin moves. All with graphics 
tighter than a point guard’s shorts circa 1974. Now we’ll. see who’s got internet game. 
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So last month I raged on about how angry I was 
about the Democrats. Since, I've witnessed the 
Senate hearings on violence in the media, where 
Joe Lieberman stated that he and Al are not out to 
censor, but to go after the marketing of violent 
media towards kids. Truth or tale? Industry execs 
and readers alike have and continue to express 
concern. Weird how Cannon Spike got delayed, 
don’t ya think? I also watched Al field questions on 
MTV's well-staged forum, Rock the Vote, where I 
must admit, he did very well. He's a smart man and 
will probably make a good president, barring 
someone aims a nuke at us. Why do I say will 
make? Well, because I've also witnessed G.W. Bush’s 
actions of late and now all I wanna know is how the 
heck this guy got anywhere near the White House? 
Sure, Letterman, O’Brien, and Leno would get four 
years of new material, but this guy should be working 
at, like, a shoe store. 

That said, on with the business at hand, that being 
the limited number of PS2S available at launch, and 
everyone and his hamster signing up to develop for 
Xbox. Can you say port mania? If the Xbox lineup 
consists of 90 percent PS2 ports, why will anyone buy 
one? Whatever happened to exclusive original 
content? Regarding the PS2 shortage, I think it may 
work itself out. Some games are going to be late, 
too, which may cause some to hesitate as many 
supposed launch titles are already seeping into 
November and early December. A good percentage 
of pre-books never show anyway, and the big, 
bright-light low-prices chains like WalMart and 
Target will have unspoken-for units on day one. You 
may have to wear combat gear, but if you want a PS2 
bad enough, chances are, you'll find one. Crazy 
gamers always do. You know Sega popped a cork 
with that announcement, though. They're Internet- 
ready (and savvy) and have an almost too-good-to- 
be-true lineup headed up by NFL2K1, Skies of 
Arcadia, Grandia II, Shenmue and Jet Grind, not to 
mention a 50 percent lower price tag. But hey, 
Nintendo may just rain on everyone's parade: 
Majora's Mask, Banjo-Tooie, Conker, and Dinosaur 
Planet are all mini-events. It all comes down to the 
games in the end. Always has. 
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Look within. Find that part of you which knows no surrender. Because 
Namco has issued the greatest challenges for the PlayStation'^2 
computer entertainment system. Whether it’s the furious Tekken Tag 
Tournamerit, the flat-out Ridge Racer V, or the heart-pounding 
MotoGP, victory won’t come easily — if at all. But when you finally 
seize it, you will discover your inner champion. 
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MotoGP 


Ridge Racer© V & 01999 Namco Lid. Ail rights reserved. Tekken Tag Tournament 1 '’ & 91991, 1995, 1996. 1999 Namco Ltd. All Rights Reserved. MotoGP ©1998, 2000 Namco Ltd. All Rights Reserved. 
PlayStation and the PlayStation logos arc registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a registered trademark of the Interactive Digital Software Corporation. 
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It’s the RPG that Sega fans have been screaming for 
since the demise of the Genesis. Now, finally, Phantasy 
Star returns—but this is no mere sequel. PSO will 
attempt to break new ground as the first 
cooperative RPG with play on- and offline, or a 
combination of both. The old Sega is back and 
innovation is at hand. 
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American Arcade . 100 
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Mummm moo 


Sega and Square were missed at the Autumn Tokyo Game 
Show, but playing an advanced build of the incredible Gran 
Turismo 3 nearly made up for it. And Kona mi’s Z.O.E., 
making its playable debut, surpassed all expectations. 
Check out the full report starting on page 30. 
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On October 26, the PlayStation 2 launches. On the same day 
comes The Legend of Zelda: Majora’s Mask. Don’t you dare 
walk out of the store without this Nintendo gem. Once again, 
Nintendo captures magic in the world of Link, unleashing it 
for you to escape in. Forget for a while about all that fancy 
technology and witness artistry transcend the N64 
hardware. 
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MICROSOFT GETS SOME GAMES TO PUT IN ITS BOX 


With PS2 almost here and Nintendo recently giving the 
lowdown on Gamecube, Microsoft was abuzz with activity in 
September as the house that Bill Gates built made big 
announcements regarding Xbox —and 
the console is really looking like it could 
become a contender. Metal Gear Solid X, 

Silent Hill X, Jurassic Park X and Crash 
Bandicoot X were all announced from 
Konami, doubtlessly sending worries 
through Sony executives planetwide. 

Other franchises shown included Tony 
Hawk’s Pro Skater, Unreal Tournament, 

Star Trek, Oddworld: Munch’s Oddysee, 

Ultimate Fighting Championship, 

NASCAR, NFL Blitz, and Ready 2 Rumble. 

J. Allard, general manager of Xbox, stat¬ 
ed that over 1,000 development kits 


have been sent out (Konami has 100 dev kits by itself) and 
over 100 games are currently in development. A grand total 
of 156 third-party developers were announced, including 
most of the industry’s heavy hitters 
such as Capcom, Namco, Tecmo, Activi¬ 
sion, Eidos, Ubi Soft, THQ, Rockstar, id 
Software, Crystal Dynamics, Gathering 
of Developers, Neversoft, Atlus, Crave, 
Hudson Soft, Jaleco, Fox Interactive, 
and Midway (see the complete list at 
gamersrepublic.com). Notable by their 
absence were Electronic Arts and 
Squaresoft, but given their PC ties, it’s 
probably only a matter of time. 
Microsoft also revealed their console’s 
official name (Xbox, of course) and its 
new, stylish logo. 




MY PREBOOK GOT TOOK! 

Putting a damper on what could have 
been the most spectacular launch in 
gaming history, Sony announced in a 
teleconference held late September 
that it will only be shipping 500,000 
PS2S to stores nationwide instead of 
the 1 million previously announced. “We feel 
that 500,000 units is still a pretty substantial 
offering to consumers,” said Jack Tret- 
ton, SCEA’s VP of sales. Retailers 
such as Electronics Boutique have 
been informing customers that 
unless they have fully prepaid for 
their system, then they won’t be able 
to get one on the first day. Sony plans to 
make an additional 100,000 systems available every week fol¬ 
lowing launch, for a total of 1.3 million systems out by Christmas 
and 3 million by March 31. SCEA president Kaz Hirai blames the 
cutback on wanting to “supply the market with a continuous flow 
of product” as well as a “component supply shortage” for the 

system. Industry ana¬ 
lysts, however, have 
speculated that Sony 
may be constricting the 
supply to drive up 
demand, much like Nin¬ 
tendo was accused of 
doing in the ’80s. At any 
rate, if you aren’t able to 
get a PS2, there’s always 
that newly discounted 
Dreamcast with Jet Grind 
Radio or Zelda: Majora’s 
Mask for N64 that will be 
available the same day. 


CORRECTIONS 

E ven GR makes mistakes...occa¬ 
sionally. First off, in our last 
issue we mistakenly noted there 
were 26 initially playable characters 
in Capcom vs. SNK when there are, in 
fact, 28. Second, a few game scores 
mysteriously wound up incorrect. 
While it’s a very good game. Street 
Fighter EX 3 should have received a 
B instead of an A-, and Gungriffon 
Blaze is actually a B+. Finally, we 
apologize for the cut-off on the SSX 
Snowboarding review. Just know it’s 
the best snowboarding game ever 
made and one of the top PS2 launch 
titles. 



THE CLASSIC RPG REBORN 
ON WONDERSWANl 


IN OTHER NEWS... 

•Bandai’s WonderSwan 
Color will hit Japan later this 
year along with a beautifully 
enhanced port of Final Fantasy 
1; enhanced versions of FF2 
and FF3 will follow... 

•Bandicoots on the move! 

Konami and Universal will be 
bringing Crash Bandicoot, Jurassic Park III and The 
Thing to multiple consoles next year including PS2, 
Xbox and GB Advance. Now Sony has no mascot... 

•Hot franchises heading to PS2 from Activision 
include Tony Hawk’s Pro Skater, Spider-Man and two X- 
Men games: one adventure and one fighting... 

•Capcom will be bringing the Rival Schools tag-team 
sequel Project Justice to Dreamcast this fall, while 
Cannon Spike has been delayed into 2001... 

•Tommy Tallarico teamed up with the Hungarian 
National Symphony Orchestra to create music for the 
upcoming Evil Dead game... 

•Working Designs had Treasure retool the U.S. ver¬ 
sion of Silpheed: The Lost Planet for PS2 to remove 
any hint of slowdown. Hopefully it will still make 
launch, but if not, expect it a few weeks after... 

•BAM Entertainment will be publishing 
several licensed games for Game 
Color utilizing classic Taito game 
engines: Dexter’s Lab (Elevator 
Action), Yogi Bear Great Bal¬ 
loon Blast (Pop-n-pop) and 
Sgt. Rock On The Frontline 
(Frontline). They also 
have three Pow- 
erpuff Girls 
games on the 
way... 
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NINTENDO’S KEN LOBB ON GBA AND ALL THINGS CUBED 


By Michael Puccini 

Ken Lobb is Nintendo of America’s executive producer, product 
acquisition and development. A former game producer at Namco, 
Ken’s now responsible for Nintendo’s exclusive Treehouse gang 
and the direct liaison with Rare (he’s also who the Klobb weapon 
in GoldenEye was named after). 

Gamers’ Republic: For the hardcore gamers willing to pay the 
extra couple dollars a month in batteries, why hasn’t Nintendo 
ever released a backlit version of Game Boy/GBC or plan to 
release a line of backlit units for GB Advance? 

Ken Lobb: First of all, it would be more than just a couple dollars a 
month. What most people don’t realize is that backlights suck the 
batteries big time. The other issue is that you really need a differ¬ 
ent type of LCD screen for a backlight. It’s a different technology. 
The thin film that’s being used on the GB Advance, it’s the same as 
the GBC screen only it’s a little thinner, and the reason it works so 
well, is because there’s a reflector behind it. Those backlights 
would affect the reflector and it 
wouldn’t work quite so well. 

And the goal of the GB Advance 
was: it’s got to be super small, 
it’s got to have a battery life 
longer than the GBC, and it 
should be lighter than the GBC. 

I also think that, if you look at 
systems that were backlit - and 
you know what they are, I’m a 
big handheld fan too, I’ve got 
them all - you can’t play them in 
the light. Try and play the PC 
Engine Express—which was a 
brilliant handheld when it came 
out—try and play it on the 
beach. Good luck. You’d have to 
climb under seven towels. With 
the GB Advance and the GBC, 
the brighter the room the better 
it looks. And when you get it in 
the sun, that’s when it looks the 
best. 


“ Watch This, I*ll pull the ultimate puzzle-game combo and send 

THIS ROOKIE BACK TO MAMMA." 


were able to resolve that issue. It’s like Mr. Miyamoto said at Space 
World, he spent too much time worrying about optimization to get 
the N64 to do what he wanted it to do. And from what we’ve been 
hearing from other people with other hardware, these issues are 
huge right now and we want to remove that from the Gamecube. 
The objective of a game developer should be make the best games, 
not how do I get lights to work or how do I get collision to be bet¬ 
ter or how do I get as many polys as this other developer is doing. 

GR: So what you’re saying is that Gamecube will be developer- 
friendly right out of the box? 

KL: Super, super easy to program. You’re not going to need six 
high-level programmers just to get the thing to do just one-twenti¬ 
eth of what the specs says it will do. 

GR: With the introduction of a DVD-based, low-priced, powerful 
supercomputer, do you see companies like Square and Enix and 
all the RPG companies coming back into the Nintendo fold? 

KL: Well, that’s always the hope. Obviously, format was the reason 

for some companies to stay 
away from the N64. But the 
ease of development was also a 
big issue. It’s like when a team 
does a first game and they’re 
like, “Well, that was hard and 
it’s going to be harder to make 
this machine do more, to do 
what I want it to be able to do.” 
They become reluctant. 

GR: What impressions did you 
take away from Space World 
and then the ECTS? 

KL: I was very, very happy. 
Going into the Space World 
show, I knew that people were 
going to be excited and I was 
going in expecting to be blown 
away and I was more than 
blown away. 


GR: Let’s talk about Gamecube. What can you tell me about... 

KL: Not much, but go ahead and ask. 

GR: Well, it’s something about ArtX and the Gamecube graphics 
chip. How did you like working with them, how was it that you 
chose them and what did they bring to the table that made you 
say, “We need to go with that technology”? 

KL: I could probably answer that on the surface. The core of ArtX is 
the people who designed the graphics chip for the N64. So it was¬ 
n’t so much them finding us or us finding them, these were our 
friends and we got along with them very well on the N64. And we 
also felt that they understood...y’know, Mr. Takeda’s vision for 
Gamecube is very different from the N64. The vision for the N64 
was to make a game console that is extremely powerful and at that 
time what that ended up meaning was extremely complicated. 
When he decided to design the Gamecube, the goal was, okay, we 
have the technology to make a super powerful machine, now we 
have to make it so that you can make really good games in a short¬ 
er amount of time. It was taking too long to make games on the 
N64. We had to make Gamecube not just easy but super easy. By 
using the original design team, or at least the core of them, they 


GR: So even you were surprised 

with the stuff that you saw? 

KL: Yeah, I hadn’t seen what Mr. Miyamoto was working on. It was 
like, “Oh yeah!” Both Luigi and Zelda were just...stellar. Better than 
what I could have hoped for. Better than I’ve seen on anything. 

GR: We think Retro Studios is developing the Metroid game and... 

KL: Man, it sure is cloudy outside [laughs]. 

Tom Harlin (Nintendo P.R.): We haven’t made any announcements 
on any of the launch titles, so until we do, we can’t touch that one. 

GR: Let’s talk about Dreamcast. What are your thoughts on Sega’s 
system? 

KL: I think that there are problems with the Dreamcast. It’s dra¬ 
matically underpowered compared to real next-generation con¬ 
soles. And someone had a quote a few years ago that I think is 
coming true, which is, “The Dreamcast really isn’t the first next- 
generation machine, it’s the last of the last-generation machines.” 
It’s really not that much more powerful than an N64. If you look at 
their games, what you really have are N64 poly counts in high-res 
at 60 fps with better textures. Y’know...you don’t have 10-million- 
poly games, you have one-and-a-half-million-poly games. As far as 
their game quality, I think Dreamcast has some excellent games, 
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Easily one of the best PS2 launch titles." 
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JAMMASHOWIH’ 


Just prior to this year’s Autumn 
Tokyo Game Show, we attended 
the JAMMA show, a showcase for 
the latest in amusement 
machines, held at the epic-look¬ 
ing Tokyo Big Sight. Basically an 
arcade show, this year’s JAMMA 
was dominated by Sega, which 
was some consolation for their 
absence at the TGS. 

At the front of Sega’s charge 
was the awesome Planet Harri¬ 
ers (D-F). In this fully polygonal 
sequel of sorts to Space Harrier, 

Sega’s finely honed action sen¬ 
sibilities were on full display, as 
the addictive, Panzer-style lock- 

on system made for an incredibly fun and intense shooter 
experience. Through linked cabinets, players could coop¬ 
erate with one another. 

Sega also showed off their latest music offerings, 
including Samba de Amigo 2000, which featured new 
songs and new maraca movements, and Shakatto de Tam¬ 
bourine, a Samba-like game featuring, yes, a Tambourine. 
Like Samba, it was loads of fun, though there has been no 
word yet on a DC version with Tambourine peripheral. 
Also at the Sega booth was Confidential Mission, a new 
Virtua Cop-style shooter, Sega Strike Fighter, a three- 
screen F/A 18 flight simulator, and NASCAR Arcade. Final¬ 
ly, Sega demoed their new Naomi 2 hardware with a great 
technology showcase showing hundreds of fighting char¬ 
acters in a huge arena with full lighting effects. 


Namco had a few 
interesting offerings, 
including Ridge Racer 
V Arcade (A,B), which 
looked to us almost 
identical to the PS2 
version, and Ninja 
Assassins (C), a new 
light gun game. 

Namco also had their 
music entry in the 
form of a Beatmania 
style game using tra¬ 
ditional Japanese Taiko drums. 

Capcom stunned us with Giga 
sequel to their overhead shooter 


Wing 2, an incredible-looking 
Giga Wing. With its dynamic, 
polygonal backgrounds and 
insane shot reflection system, 
GW2 was easily the most 
impressive overhead arcade 
shooter we’ve seen in years. 
This game and a new Rival 
Schools sequel were the stars 
of the Capcom booth. 
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but they have no triple-A games. They have a lot of A games but 
they’re not really driving their sales. 

GR: How’s everything going with Rare? 

KL: Very well. Banjo-Tooie’s basically done. A gorgeous game. I 
think that Rare...one of their advantages is that they realized what 
the N64 was early on, and they spent a whole lot of time figuring it 
out from an engineering standpoint and when you see Banjo-Tooie, 
Conker...these games are doing things that I think a lot of people 
didn’t expect from the N64. We don’t just have real-time lighting, 
we have shadows wrapping up the walls, we have way more tex¬ 
tures than what anyone thought was possible—they’ve still got a 
slight low-res look, but they’re crisp, they’re not blurry. And then 
you get these big scenes where they’ve done a lot more than you’d 
expect to see in a scene on an N64 game and the frame-rate is fine. 
From an outside standpoint, Rare’s always been able to put 
resources into the games to make them very deep and very big. 
Banjo-Tooie is huge, probably five times the geometry of Banjo- 
Kazooie. Not five times the play time, because Banjo-Kazooie had 
a lot of re-traversal, and in Banjo-Tooie, they’ve spent a lot more 
time spreading out the levels. 

GR: With seeing Metroid in the Gamecube debut video, it got us 
thinking about other Nintendo classics, like for instance Kid 
Icarus. Does Nintendo ever want to put out another Kid Icarus? 

KL: Mr. Miyamoto joked about that at E3. Metroid is a big game of 
our past. It wasn’t one of our best sellers, but it was obviously big. 
Kid Icarus was a very minor-selling 8-bit game and a minor-selling 
Game Boy game. So although there might be some chance of a Kid 
Icarus game, I think that Mr. Miyamoto’s eyes are now onto some¬ 
thing new and to make some new franchises and new play control 
styles. 


GR: How do you personally like the design of the Gamecube? 

KL: I think it’s awesome. I’ll be honest and say that I thought the 
best-designed system, in a lot of ways, up to now, was the NEC PC 
Engine. It was awesome! It was this little, tiny, cool platform. It was 
a box and it was small and it fit wherever I wanted to put it. That’s 
what the Gamecube is. 

GR: What about the controller design? 

KL: Awesome. It’s the best controller ever designed. I’ll just say 
that when you put that thing in your hand you’ll go, “Yeah! Perfect.” 
It weighs right. It’s balanced right. It feels perfect. 

GR: Let’s talk about the PS2. Wha your thoughts on that system? 

KL: I don’t know...I have a lot of feelings about the PS2. Primarily, I 
think that regardless of what software they have, if you don’t have 
hardware at launch then people are mad. That would be my prima¬ 
ry feeling at the moment. It’s like, if I really wanted to buy this and 
I haven’t gone and put money on it, I’m kind of in a jam until like 
February. As far as software’s concerned, I’m a huge gamer, you and 
I’ve talked about games for years, and what am I playing right now, 
that’s my current favorite game, Dave Mirra BMX [pointing to 
screen shot on GR October issue]. Phenomenal game. Just 
absolutely brilliant. I’m playing this a lot too, Capcom vs. SNK 
[pointing to another cover screen]. Really great. Haven’t played 
Orphen. I haven’t seen much on it and I’m looking forward to it. I 
came out of ECTS thinking, PlayStation 2...yeah, they’ve got some 
good games for it, but it’s like the Dreamcast all over again: there’s 
some good games, but where are the great games? 

(Next month, we sit down with Nintendo’s Perrin Kaplan, vice-pres¬ 
ident, corporate communications.) 


MAMA MIA! GR ITALIA STORMS THE ECTS 


As some of you more muIticuIturally inclined readers may 
know, the English version of Gamers’ Republic you now hold 
in your hands isn’t the only edition that’s published each 
month. Gamers’ Republic also has an Italian edition (called 
Game Republic), and month after month our Italian staff 
works to deliver the best game and anime coverage in all of 
Europe (plus they get their own hentai section!). 

For Europe’s biggest gaming show, the ECTS, we had our 
Italian team invade London from Sept. 3-5 to check out the 
latest and greatest games from across the pond and deliver 
the info here to us. 

Seeing as how Sega bowed out of this year’s ECTS, and 
Nintendo didn’t have anything we hadn’t seen before, 
Sony’s PlayStation 2 was clearly the dominant system at the 
show. Konami revealed two minutes of new footage of Metal 
Gear Solid 2 (A), featuring Solid Snake jumping off a bridge 
and infiltrating the boat seen in the previous trailer, then 
engaging in a firefight where individual magazines are 
knocked from racks and torn to tatters as the bullets fly. 

Outside Metal Gear, the most notable PS2 games all 
involved driving in one way or another. Sony Europe had 
new pics of Wipeout Fusion (B) and the first footage of The 



Getaway (C); SCI had The Italian Job (sort of like Driver) and 
Mille Milgia, a racer featuring classic automobiles; Ubi 
Soft’s Fi Racing Challenge and Virgin’s cartoony Stunt GP 
looked excellent also. For PS, interesting titles included 
Sony’s military adventure C12 (D), the kid’s musical game 
Jungle Book Groove Party, and This Is Football 2 (soccer). 

Though it’s a PC game, no report on ECTS would be com¬ 
plete without a mention of Shiny’s Sacrifice (E), the most 
amazing real-time strategy game ever created, which was 
voted best PC game 
of the show. Even 
though ECTS clearly 
didn’t have as many 
surprises as E3 or 
TGS, the latest out of 
Europe certainly 
whet our appetites 
for what’s to come. 
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The battle beg 


Ragnarok, the apocalypse, is approaching. 
Your ultimate purpose will transcend life itself. From 
the creators of ‘STAR OCEAN: The Second Story’ 
comes Valkyrie Profile 11 '! a stunningly beautiful RPG 
adventure with a story like none before. 

Your mettle will be tested as you face 
tormenting decisions involving powerful issues of 
love, death and revenge. Destiny 
hinges on your choices, and your ability 
to recruit and train the souls of fallen 
warriors for a war between the gods. 

Heed the call. And find 
out why death is only the beginning. 


c 

ENkX 


www.emx.com 


Valkyrie Profile and STAR OCEAN The Second Story are trademarks and ENIX is a registered trademark of Enix Corporation. ©2000 TRI ACE INC./ 
PRODUCTION I.G./ACTAS INC./ENIX. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. The 
ratings icon is a trademark of Interactive Digital Software Association. All Rights Reserved. 
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YOUR NUMBER ONE SOURCE FOR TOP SELLING CONSOLE AND COMPUTER GAME STATISTICS 


*RANKED ON UNITS SOLD WEEK OF SEPTEMBER 10-16, 2000 

1. MADDEN NFL 2001 ea 6. CHRONO CROSS square/ea 

2. PARASITE EVE 2 square/ea 1. ORAN TURISMO 2 <;ony 

3. DAVE MIRRA FS BMX ACCLAIM 8. NFL GAMEDAY 2001 SONY 

4. SPIDER-MAN ACTIVISION 9. 1 HAWK PRO SKATER ACTIVISION 

5. RE: SURVIVOR capcom 10. DRIVER gt interactive 


*RANKED ON UNITS SOLD WEEK OF SEPTEMBER 10 16 , 2000 

1. MARIO TENNIS NINTENDO 6. KIRBY 64 

2. SW EPISODE 1: RACER LUCAS ARTS 7. POKEMON STADIUM 

3. MADDEN NFL 2001 ea 8. MARIO PARTY 2 

4. T. HAWK PRO SKATER ACTIVISION 9. NAMCO MUSEUM 64 

5. PERFECT DARK NINTENDO 10. MARIO KART 64 


NINTENDO 


NINTENDO 


NINTENDO 


NAMCO 


NINTENDO 


* RANKED ON UNITS SOLD WEEK OF SEPTEMBER 10-16, 2000 

E NFL 2K1 slga 6. SONIC ADVENTURE 

2. U.F.C. CRAVE 7. SEAMAN 

3. SEGA GT SEGA 8. WWF ROYAL RUMBLE 

4. VIRTUA TENNIS sec,a 9. NFL BLITZ 2001 

5. POWER STONE 2 capcom 10. RUSH 2049 


MIDWAY 


MIDWAY 


*RANKED ON UNITS SOLD WEEK OF SEPTEMBER 10 16, 2000 

1 . NFL 2 K 1 -DC 


Sega 6. DAVE MIRRA BMX-ps 

2. MADDEN NFL 2001 -ps ea 7. SPIDER-MAN-ps 

3. PARASITE EVE 2-ps square/ea 8. RE: SURVIVOR-ps 

4. MARIO TENNIS -N64 NINTENDO 9. MADDEN NFL 2001 -Pt 

5. STAR WARS RACER-N64 lucas arts 10. U.F.C.-dc 


ACCLAIM 


ACTIVISION 


CAPCOM 
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*RANKED ON UNITS SOLD WEEK OF SEPTEMBER 10-16, 2000 



1. POKEMON YELLOW 

NINTENDO 

6. POKEMON PINBALL 

NINIENDO 


2. POKEMON BLUE 

NINTENDO 

7. WARIO LAND 3 

NINTENDO 


3. POKEMON RED 

NINTENDO 

8. SPIDER-MAN 

ACTIVISION 


4. POKEMON TRADING CG 

NINTENDO 

9. PERFECT DARK 

NINIENDO 


5. SUPER MARIO DLX. 

NINTENDO 

10. T.HAWK PRO SKATER 

AO/VISION 
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1. MADDEN 2001 ps2 

2. NFL 2K1 dc 

3. NHL 2001 ps2 

4. NBA LIVE 2001 ps 

5. NBA SHOOTOUT 2001 ps 

6. NFL GAMED AY 2001 ps 

7. SEGA MARINE FISHING dc 

8. BANJ0-T00IE n64 

9. INTI TRACK & FIELD ps2 

10. WARIO LAND 3 GBC 


IocdLj eunncjuist: 


1. NFL 2K1 dc 

2. PARASITE EVE 2 ps 

3. MEDAL OF HONOR UG ps 

4. SACRIFICE pc 

5. FINAL FANTASY IX ps 

6. DRAGON VALOR ps 

7. SSX SNOWBOARDING ps2 

8. TIME SPLITTERS ps2 

9. PERFECT DARK n64 

10. ZELDA: AWAKENING gbc 


fDCDCDCZln 


HELSOH L-.LJI 


1. NFL 2K1 dc 

2. FINAL FANTASY IX ps 

3. SEGA MARINE FISHING dc 

4. GSAVIOR ps2 

5. SIMS: LIVIN’ LARGE pc 

6. HALF LIFE: CS pc 

7. WWF NO MERCY n64 

8. MARIO TENNIS n64 

9. SF RUSH 2049 dc 

10. CHU CHU ROCKET dc 
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1. CAPCOM VS. SNK dc 

2. BREATH OF FIRE IV ps 

3. ZELDA: MM n64 

4. RPG MAKER ps 

5. GRADIUS lll&IV ps2 

6. FINAL FANTASY IX ps 

7. WWF NO MERCY dc 

8. MEGA MAN X5 ps 

9. MEGA MAN LEGENDS 2ps 

10. KIRBY’S T&T GBC 


r top ten u.i 

fe. t= 

SSSMi 

- 

1. POKEMON YELLOW 

GB 

6. COLIN MCRAE RALLY 2 

PS 

2. PERFECT DARK 

n64 

7. DEAD OR ALIVE 2 

DC 

3. POKEMON BLUE 

GB 

8. IN COLD BLOOD 

PS 

4. POKEMON RED 

GB 

9. W.C. SNOOKER 

PS 

5. WWF SMACKDOWN 

PS 

10. FI 2000 

PS 



* WEEK ENDING SEP 14, 2000 

J 


r top ten Japanese titi_es 

1. DRAGON QUEST VII 

PS 

6. CAPCOM vs. SNK dc 

2. DINO CRISIS 2 

PS 

7. KORO KORO KIRBY cgb 

3. PRO BASEBALL 

ps2 

8. SUPER ROBOT TAISEN 2 ws 

4. KANON 

DC 

9. JIKKYOU WORLD SOCCER ps 

5. G-SAVIOUR 

^ . 

ps2 

10. ROMANCE...KINGDOMS ps2 

* FROM SEPl 7-SEP23, 2000 


gamers' republic top ten games 


* BASED ON GAMES PLAYED THROUGH SEPTEMBER 31, 2000 


1. JET GRIND RADIO dc 

2. SKIES OF ARCADIA dc 

3. MOTO GP PS2 

4. SILPHEED: TLP PS2 

5. RED DOG dc 

6. CASTLE VANIA: COTM gba 

7.SPAWNITDH dc 

8. FUR FIGHTERS dc 

9. SUPER MAGNETIC NEO dc 

10. GUNGRIFFON BLAZE PS2 


Id. ^ieclntzer- 


1. ZELDA: MM n64 

2. SPYRO: YotD ps. 

3. MEDAL OF HONOR UG ps 

4. DINO CRISIS dc 

5. WILD WILD RACING ps2 

6. CRASH BASH ps 

7. CAPCOM VS. SNK dc 

8. MARIO TENNIS n64 

9. SPR PUZZLE BOBBLE ps2 

10. FROGGER 2 dc 


nnilse IdcdIdIds 


1 . Z.O.E. 

2. GRAN TURISMO 3 

3. SKY GUNNER 

4. PLANET HARRIERS 

5. ZELDA: MM 

6. GIGA WING 2 

7. SILPHEED: TLP 

8. CASTLEVANIA: COTM 

9. DRAGON BLAZE 

10. S. DE AMIGO 2000 


tz. stzr’atzticDn 


1. T HAWK’S PRO SKTR 2 ps 

2. GOLDENEYE n64 

3. SPIDER-MAN ps 

4. DESTRUCTION DERBY ps 

5. RIDGE RACER V ps2 

6. NFL2K1 dc 

7. GRIM FANDANGO pc 

8. UFC dc 

9. STEEL HARBINGER ps 

10. SILVER dc 
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«Jthe then-powerhouse 8-bit Sega Master Sys¬ 
tem. The first console RPG to hit the U.S. video- 
game market, it’s credited by many as the game 
that fashioned the modern RPG. The universe was 
set among the Andromeda galaxy in the Algor Solar 
System and its three planets—Palma, Motavia, and 
Dezoris. The story followed a girl named Alis and 
her quest to unravel the mysterious chain of events 
surrounding Motavia’s king, Lassie, who after years 
of peaceful rule had suddenly become an evil 
tyrant. Alis' brother began to investigate the matter 
but was killed by Lassie's guards. With his dying 

breath, he handed off his sword to his _ 

sister and told her to locate Odin, a [ 
brave warrior who could help, and the 
history of modern role-playing began. 

Besides the completely original 
game concept, Phantasy Star featured 
3D dungeons that were astounding at 
the time. Maps, however, weren't even 
a twinkle in developers’ eyes, so, with 
graph paper by our side, we negotiat¬ 
ed 3D gameplay for the first time, 
counting steps and recording every —~ ■ l-rt ’ * j 

passage. 

Phantasy Star 2, arguably the best HHpiSS 
game in the series, if not one of the 
best 16-bit RPGs ever, followed in 1990 
and was an unprecedented six megs. 

Taking place on Motavia, the story fol¬ 
lowed Rolf and a possible cast of four ^- 
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_ After a six-year hiatus, Sega’s flagship PPG is reborn. Can Phantasy Star Online 
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(Nei, Rudo, Amy, Shir) as they investigated 
the planet’s malfunctioning climate control. 
You could finish the game with or without all 
of the key characters joining your party (the 
same will go for Phantasy Star Online). 
Phantasy Star 2 also featured turn-based 
battles where you could not only see your 
characters but their attacks, and introduced 
some of the toughest dungeons in both nav¬ 
igation and fighting ever traveled. I person¬ 
ally will never forget it: I had the flu and OD’d 
on Nyquil for a week, switching between 
Phantasy Star 2 and Street Fighter for the PC 
Engine. (Ever try to throw a shouryuken on a 
PC Engine pad?) 

Phantasy Star III appeared in 1991 and I 
played it for all of three hours before I real¬ 
ized, this was no Phantasy Star. The plot had 
nothing to do with previous games and 
everything was different, from the magic 
system to the spell casting; I believe I went 
back to trying to beat Mystic Defender. 

And finally (or so we believed) came Phan¬ 
tasy Star IV, the crowning jewel of the series 
and a truly remarkable achievement in 16-bit 


role playing. The game was 24 megs big, and 
we saw a return to the original universe 
(although the U.S. translation had some 
problems), phenomenal graphics, and an 
amazing soundtrack for the time. Who cares 
that the lead character’s name was Chaz—it 
covered the entire Algor system and capped 
off the series with a bang. It came in a card¬ 
board box with black and white instructions 
for a whopping 100 dollars (the most ever 
for a 16-bit game), but to this day it's my 
Nomad game of choice. Funny, it states 
clearly on the box in a big yellow burst, "The 
Explosive Finale!" 

And so Sega's announcement of the first 
console-based on- and offline RPG raises 
some serious questions—not because of 
what it is, but what it's based on. The ques¬ 
tion is, what is Phantasy Star Online? The 
answers might surprise you. Turns out it's 
probably not the true sequel you hoped for, 
but rather, something much better. Will Sega 
once again change the face of role playing? 
We'll find out soon enough. 
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multiplayer game, but to fully enjoy the game, 
players will want to play both ways, mixing online 
play with their single-player adventure. 

GR: Where does it fall in the series? Is this a 
sequel, prequel or side story? 

SOJ: This title follows the universe of previous 
Phantasy Star series, though it is not a sequel. 
This story takes place on a different planet. 

SOA: We don't want to give away where this falls 
in relation to the Phantasy Star universe at this 
time. However, we will say that fans of the previ¬ 
ous series will experience several familiar ele¬ 
ments. 

GR: Being the first PS in 3D, how has the game 
evolved as a result? As well, how has your 
approach to RPG design changed? 

SOJ: Regarding the graphics, we were challenged 
to utilize the full ability of Dreamcast, and I believe 
we achieved that. The difference from previous 
series is that this one has not only the previous 
games nuances, but also more realism as an addi¬ 
tional bonus. 

GR: How many people on the team have worked 
on past Phantasy Star titles? 

SOJ: The team members consisted of young new 
members that haven't worked on the series 
before. 

GR: In designing the online portion, has it been 
difficult to create an involving storyline? 

SOJ: It is difficult to describe story through cinema 
in a multiplayer format. 

SOA: However, as with all titles in the Phantasy 
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In an effort to lift the fog surrounding one of the 
most anxiously awaited Sega RPGs ever, we 
were granted an audience with Yuji Naka 
and the producers in Japan as well as the 
game's producers here at home. 

GAMERS’ REPUBLIC: First of all, why 
has it taken so long for a Phantasy Star 
sequel, and how long has this one 
been in development? 

Sega of Japan: We started develop¬ 
ment last spring, but weren't thinking 
about a Phantasy Star sequel. We 
just wanted to create a net¬ 
work game. In the process vye 
decided that aiming a net¬ 
work game at the console mar¬ 
ket, it should be a game where 
players can cooperate with each 
other, rather than fight against 
opponents. So we decided to cre¬ 
ate a network RPG. I imagined a sci- 
fi fantasy game. When we were 
about to finalize the rough design 
images, our producer, Naka, sug¬ 
gested we follow the universe of 
Phantasy Star. And as a result, Phan¬ 
tasy Star was to be revived as Phan¬ 
tasy Star Online. 

: We are overjoyed that Phantasy Star 
has finally made its way back. Is PSO 
designed first and foremost as a single- 
or multiplayer game? 

SOJ: It was created as a network title 
from the beginning. 

Sega of America: The title can be 
enjoyed as both a single- and 
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Star series, the story is an intricate part of the RPG experience that will please old school Phan- 

gameplay. The quests are designed in such a way tasy Star fans? 

so that they add to the overall story. In this way, 

the game can still have a sense of freedom and SOJ: We are aiming the new Phantasy Star towards 
variety, yet at the same time there is a driving force the previous Phantasy Star's universe. There are 

behind the story, which players will discover as monsters and items that have appeared in the pre- 

they delve deeper into the game. vious series, so please keep your eyes open! 

SOA: The system itself is obviously different, since 
GR: Is the online game like an Everquest or is it the battle system is real time, but many elements 
linear? of the Phantasy Star universe have been integrat¬ 

ed that will definitely please old-school Phantasy 
SOJ: Everquest is different. A vast number of play- Star fans. The Phantasy Star series is one of the 
ers can play concurrently. It's a completely differ- definitive RPG series in gaming history. At heart, 
ent type of game. Phantasy Star Online is, first and 

SOA: In addition, since Phantasy Star Online can foremost, an RPG. £T\ 

be completed online, offline, or using a mixture of 

each, there is a lot more variety in the gameplay. GR: How does the battle 

Phantasy Star Online offers much of the experi- system work and is it the 

ence that you would normally expect from an RPG. same for both the single- sHsplL 

There is a main goal, many side quests, and a com- player and online games? . 

plete and immersive story. However, the online 

component adds so much more to that, encourag- SOJ: The Battle system is the 
ing global cooperation among players for the first same for both. Battles will 
time in a console game. always occur in real time. 

SOA: So players will always need yfi ; 

GR: Being that there are multiple quests, how to be on their toes when they enter 

diverse are they, how long, and are they linked? an unknown area. Again, this 

How many quests are there in total for each emphasizes the necessity for commu- 
(online and single-player). nication and cooperation among play¬ 

ers before and during battles. 

SOJ: Basically, each quest is independent yet 

some of them are linked as continued quests. GR: Phantasy Star is one of Sega's big guns, 
There are dozens of quests including offline and especially in the U.S. Might we see Nights after 
online. Sonic Adventure 2 to keep the roll going? 

SOA: The quests are pretty diverse, having some 

very interesting story lines to them. We don't want SOJ: No comment. GR 
to give away too much about them, but rest 
assured there are many hours of quality gaming. 


GR: Is the main one-player game a traditional 
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-1 _ There's something a bit off about a Tokyo Game Show without Sega. The TGS has always 

y 1 III been their chance to flex their considerable game design muscle by putting on energetic and 
^ Iwell-informed displays. Yet this was not the case here, as Sega skipped the Autumn TGS, making 
their public appearance instead at the JAMMA arcade show just prior to the TGS, where they 
-A-, wowed us with Planet Harriers. 

But I have to admit that Sony and Konami had me well distracted from Sega's absence this year. 

A polished Gran Turismo 3 (renamed from Gran Turismo 2000 for the U.S.) and a playable Z.O.E. were 
_ enough for me to come away from the Autumn TGS satisfied, if not ecstatic. 

Inexplicably, public attendance was up at this show. With no Sega, and also no Square, I had assumed 1 

that the numbers would be down. But unless CESA is lying to us, a total of 137,400 people attended I 

Autumn TGS, slightly more than the 131,708 that attended this spring. Some have suggested that there m 
could have been spill-over from the highly attended plastic-model and radio-controlled vehicle show held m 

across the street. Maybe, though one has to wonder if indeed Sega is becoming irrelevant in the Japanese m 

market. Our informal interviews with randomly selected show goers did not seem to support this notion, M 
as many cited the Dreamcast as their favorite system. Then again, those that go through the bother of 
attending TGS are not the same unwashed masses that catapulted Sony to the top. 


konami 




TGS COVERAGE BY MIKE HOBBS, JUN SAKAI, TATSUKIMIURA 
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With very little glitz or glamour, Konami's Z.O.E., running on only three screens in 
the crowded Konami booth, easily stole our vote for game of the show. Heretofore a 
completely unknown quality in terms of its gameplay (is it a fighter or a shooter?), Z.O.E. 
revealed itself in a most spectacular fashion. Neither a shooter nor a fighter, Z.O.E. could 
most accurately be described as a fully 3D Virtual On. Dashing about in an open environment, 
you attack targets, both long and short range, with a variety of weapons, and the control and feel 
of the game are simply astounding. It does indeed play as good as it looks. Should we have expect¬ 
ed less from a game being overseen by Hideo Kojima? With its anime-inspired 3D cutscenes and per¬ 
fectly executed visual style, Z.O.E. is going to be an absolutely brilliant action game. 
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B Y: SONY FOR: PLA YSTA TION 2 


+SILENT I 

V BY: KONAMI FOR: PLAYSTATION 2 


Like Z.O.E., Silent Hill 2 got a low-key demon¬ 
stration. A movie featuring a mixture of real-time 
and rendered scenes prepared specifically for the 
TGS was running on one lonely screen, but that did lit¬ 
tle to dull the impact of this moody and disturbing demo. 
Incredible character modeling was the most impressive 
element shown, but it was the tone and style of the movie 
that stuck with us long after the show had ended. Veiled 
behind deep, atmospheric fog, images of twitching torsos and 
dream-like character interaction left us breathless. 



Sony's highly anticipated "Diorama RPG" seemed a little 
further along than what we saw at E3, and Dark Cloud should 
prove to be a very popular game when it's released this 
December in Japan, judging by the amount of playtime the 
demo stations received. The unique world-building aspect 
and real-time battle system were both fully functional in the 
TGS version, and apart from some rather low-res ground tex¬ 
tures, the game was looking very nice indeed. As with all 
RPGs, only an extended play session will reveal its true 
nature, though the pieces seem to be coming together well. 
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I was expecting X X X < 
and hoping to see ^ 

Gran Turismo 3, but \ y 
Sony's Sky Gunner stood ^X 

out by virtue of being virtu¬ 
ally unknown until the 
Autumn TGS. In this game, a Tail 
Concerto/Power Stone-like aes¬ 
thetic fueled a very fun and very 
attractive 3D shooter. The game’s 
built around the always-dependable lock- 
on style of gameplay, and you pilot these 
great-looking propeller-driven planes through 
vast skys of giant airships and floating bombers. 
Though slow-moving, the complete freedom of 

_ _ __ movement 

lack 




and 

draw-in, at least in 
the level on display, 
imparted a wonderful 
sense of being airborne. 

There was occasional slow down 
and resolution dropping, but the 
game is early yet. 


FOR: PLAYSTATION 2 


After the flood of Klonoa 2 shots released prior to the Autumn TGS, I 
really thought that Namco's PS2 sequel would be playable on the show I N 
floor. Alas, it was not, but the looping video was at least some consola¬ 
tion. Make that a great consolation, as the demo showed that Namco have | 
not taken Klonoa into a free roaming environment. As in the much loved 1 
though criminally overlooked PS original, this is a classic 2D platformer 
with perfectly matched 3D environments. And as the original nudged up k 
^ > against the limits of the j r 

H HHJH ' ' PlayStation with its 

smooth, 60-fps visuals, so I ^ 
too does the 
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BY: SONY FOR: PLAYSTATION 2 


The first sight 
that we had when 
walking into 
Makuhari Messe conven¬ 
tion center was the typical¬ 
ly dark Sony booth and rows 
of Gran Turismo 3 demo sta¬ 
tions, each with a Sparco seat, 
surround speakers, and new Log- 1 
itech USB force feedback steering. | 

And this is where we spent a good 

hour of the first day, marvelling at what Gran Turismo 2000 has become 
since its last public Japanese showing. In short, the game was 
looking like what we imagined GT would look like on PS2, and playing like an 
absolute dream. Six tracks and 24 playable cars gave us a great sense of how 
truly special GT3 is going to be. And the force feedback feature, supported by 
the prototype Logitech wheel on display, brought an extra element of driving 
pleasure to the experience (as if it needed it), reacting convincingly to kerbs 
impact with other cars. Gran Turismo 3 may not be due till early 
already setting the standard. Simply amazing. 











































BY: KONAMI FOR: CAME BOY ADVANCE 


This is what Konami should have been doing with their post-32-bit / / 
Castlevania games all along. The first all-new 2D Castlevania since the 
legendary Symphony of the Night (and the forgettable Castlevania: Leg- ^ 
ends on Game Boy Color), Circle of the Moon looks classic with its rich. Sym¬ 
phony-style backgrounds and purely traditional gameplay. Sure, it would be 
more exciting on PS2, but we'll take a 2D Castlevania wherever we can get it. 

Circle of the Moon is 


And the Game Boy Advance isn't exactly yesterday's news, 
scheduled to launch with the GBA in Japan. 


Ever wonder what the average TGS attendee owns and thinks? We did, so we nabbed a random handful of showgoers and 
placed these five simple questions before them: 


1. Favorite game of the show? 

2. Favorite system? 

3. Why hasn’t the DC been 
completely successful in Japan? 

4. What systems do you own? 

5. Will you buy Gamecube or Xbox? 


Their answers may surprise you, 
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M.T. 128 ) 

1. GT 3 

2. Dreamcast 

3. Sega is not good at marketing and promotion although they spend a 
lot of money 

4. Famicom, SNES, PC engine, WS, Saturn, PS, PS2, and DC 

5. Don’t know yet 

s.m. C21) 

1. Gensou Suikoden 

2. WonderSwan, because of its portability 

3. Sega is not good at marketing 

4. WS, PS, PS2, Saturn, and GB 

5. Don’t know yet 


HiRonoRi Tnnnwra j 

1. Onimusha 

2. Dreamcast, because it is easy to 
use 

3.1 don’t think they are unsuccess¬ 
ful 

4. N64, DC, PS, Saturn, Famicom, 
GB, WS 

5. Game Cube A 


MEniCHI UJRTRnRBE 



NRZumRiujn 

1. Asia 

2. PS 

3. Not many great titles 

4 .1 have everything except PC 
Engine and Mega Drive 
5. Xbox 
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1. Guilty Gear X 

2. DC 

3. Graphics not that great com 
pared to PS2 

4.1 have everything except 
NeoGeo and N64 
5. Xbox 
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EVERYONE 




After a hard day of fishing under the sun or competing in a tournament, you look with awe at the 
trophies your angling skills have awarded you. In this action-packed arcade style fishing game, the 
player can either spend time leisurely casting across lake waters waiting for a bite on the line or they 
can enter an intense fishing competition where the only fish that matters is the biggest catch of the day. 
Along the way players will face all sorts of challenges including shifting water conditions, unstable 
weather and even more skilled opponents as he continually attempts to outwit the wily bass during each 
season of the year. Amazingly realistic fish behavior ensures that no fish is caught without a fight and 
that reeling in a winner delivers optimum angling action excitement. 


r 


□i 


Tournament-style Challenge Mode, free-wheeling Free Mode, and an Extra Bonus Mode. 

Lure Action Gauge allows the player to monitor lure movement easily. 

Enjoy watching fish (up to five heaviest) you brought back in the Aquarium Mode. 

Five diverse lures are available at the beginning, covering a wide range of water conditions and lure 
movements. More lures will be available as the player gains experience. 

Wide variety of "lure action" possible to attract bass, some requiring retrieving or rod movements 
only, others requiring skillful combination of the two. 
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Welcome to the US Army Rangers, one of the toughest and most elite of the world’s military task forces. 
Your main objective is to control your team of Rangers and eliminate opponent targets while completing 
mission sub-tasks in the time allotted. Choose between stealth or all out frontal assault- it's up to you. 3D 
action, time pressure and realistic combat will keep you begging for more. 

Immersed in huge, outdoor 3D environments you and your team members must successfully execute your 
tasks which revolve around several different mission objectives including reprisal attacks, seize and 
destroy missions, counter-terrorist attacks and raid and destroy missions. Each environment is unique, not 
only in look and feel, but in game play as well. With the emphasis on action and realism, navigate your 
team with guns blazing or silently under the cover of darkness across landscapes of thick jungle, barren 
desert, arctic tundra and dense forest. 

Do you have what it takes? Will you be able to complete your mission, 

though you may be the lone survivor? | 


□i 


5 intense mission campaigns each with numerous sub-missions based on real activities carried out 
by the US Army Rangers 

An arsenal to choose from including shotguns, grenades, machine guns, sniper rifles and more 
3 difficulty levels - Private (Easy), Corporal (Medium), Sergeant (Difficult) offers massive replay value 
In the 2 Ranger option the player has simultaneous control of 2 Rangers 

Create an inventory filled with hi-tech equipment to aid the Rangers in their tasks - GPS navigation for 
moving through dense landscape, tripwire mines to booby trap enemies, nightvision goggles for 
stealth accuracy, med kits for injury repair and more 
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Horror ®n an Intsrgal&etle seal 


5TERLTH PRTRDL 

The enemy Is esspsetlng you tomorrow. You're already the*®! 


MONIV SPIHMI 

ssoa 


Pro Plntealls Big Raes USA delivers 
m@m adrenaline-pumping action 
than your Jbrain can handle! 
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Extreme sports hw ib@@n taken to tin© n©xt Level! 
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developer volition • publisher thq • available October 


C<®i) 


An epic quest and a fully realized world highlight this ambitious HP 

Lett hope, tk gmsplay cm match. 


S ummoners are beings with immense 
power. Wielding the ability to bring forth 
monsters, Summoners are both revered and 
feared, as they can use that power to van¬ 
quish evil or send the world into chaos. Such 
is the concept behind THQ's PS2 RPG Sum¬ 
moned Although summoning monsters isn't 
anything new Gust ask Square), basing an 
entire RPG around it makes for a most intrigu¬ 
ing premise. At this point, though, it's unclear 
whether it will evolve into a solid game. 

Summoner is nothing if not ambitious. The 
environments seen early in the game are 
absolutely enormous; the capital city’s bigger 
than some entire games. Cities feature block 
after block of shops and houses, and interac¬ 
tive citizens and guards constantly mill about. 
The architecture and layouts actually feel like 
something from medieval times, and rats scur¬ 
ry about the slums and alleyways, even stop¬ 
ping to scratch and clean themselves. The 
overall impact is that 
Summoner is as close 
to a fully realized vir¬ 
tual world as any- 


duced. 

Unfortunately, the visuals don't quite back 
up the design at this point. The game is 
plagued with terrible pop-up, and the models 
and textures look more like N64. The combat 
system could also use some work. Right now, 
battles take place more or less automatically, 
as both the main character and additional 
party members will hack and slash enemies 
without any player input (although you occa¬ 
sionally have to remind the hero to draw his 
sword). You can initiate chain combos, sort of 
like in Vagrant Story, but right now just trading 
hits with the enemy is more effective. Of 
course, you can also use numerous spells, the 
most notable being the summons. By equip¬ 
ping various rings, you can call forth numer¬ 
ous elemental monsters that join you in battle 
by automatically attacking your foes. And it's 
not just a glorified spell, either: they actually 
act like extra party members with their own Al. 

Hopefully THQ and Volition will magically 
work the flaws out of this game before it's 
released, because it's obvious that Summon¬ 
er was designed with an epic mentality in 
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Join l/yse, Aika and one of the most inspired casts in Sega role-playing history 

on the adienture of a IlfBtime through the skies nfArr.nriia 



mander Galcian and his six admirals. 

As Skies of Arcadia opens, we find one of those admirals, Alfonso, 
son of Valua's most distinguished family, chasing a small craft piloted 
by a mysterious young girl. Attacking her relatively tiny craft with con¬ 
cussion grenades, they take her alive. No sooner, they are attacked by 
the Blue Rogues, headed by captain Dyne, father of Vyse, who journeys 
with his female friend, Aika. The Blue Rogues, with Vyse taking the lead, 
eventually capture Alfonso's ship and take the girl, who we come to 
know as Fina, a citizen of the Silver Civiliza¬ 
tion. We soon discover that Fina is a key 
player (or pawn) in the Empress' plan to 
rule Arcadia's skies and the main source of 
energy, moon stones, pieces of the moon 
that fall onto floating islands where they 
are recovered and used as fuel and the cat¬ 
alyst for weapons. 

Back home on Pirate Island, Fina is 
accepted by the Air Pirates and befriends 


I n the Age of Exploration, two types of Air Pirates fill the sky: Blue 
Rogues, noble pirates who steal from the rich to help those in need 
(and themselves; they are pirates after all); and Black Pirates, 
scoundrels who attack anything in the sky. Blue Rogues raid, capture, 
and later release prisoners. Black Pirates pillage and murder. Ruling 
over them both and all dominions (or trying to at least) is her royal high¬ 
ness Teodora, empress of the Valuan Empire. She controls the mighty 
Imperial Armada commanded by the Darth Vader-like supreme com- 
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Vyse and Aika, who soon depart to recover a moon stone they saw crash 
on a nearby island the night before. While they are away, Pirate Island 
is attacked by the Imperial Armada in retaliation for swiping Fina. Vast¬ 
ly outnumbered, they must surrender to stay alive and all of the men are 
taken to Valua along with Fina where the worst imaginable fate awaits. 
Though the odds are stacked against them, Vyse and Aika take chase, 
giving birth to what promises to be one of the greatest Sega RPGs ever 
created. 

Skies is obviously the successor to the 
throne vacated by Sword of Vermillion and 
Phantasy Star and features one of the best 
casts in Sega role-playing history. The uni¬ 
verse is Sega's best since Panzer Saga, and 
the character designs leave me almost 
speechless. Through facial expressions, 
these characters actually show emotion. 

Gone are the painted-on faces of the 32-bit 
era, replaced by little polygonal actors. At 


every turn, I'm witnessing real-time events that once existed solely as 
CG cinema, and when the real-time cut scenes do merge with the game, 
they weave together a convincing overall sense of story. I can get used 
to this. 

There are two types of battles in Skies: standard turn-based, and 
new air battles where pirate ships square off and let the cannon balls 
fly. During sky battles, a grid is displayed that allows you to establish a 

CONTINUED ON PAGE 126 ► 
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developer am2 • publisher sega • available november 


F or the longest time, I was baffled bv the lack 
of success afforded to the Japanese release 
of Shenmue. The hype was brilliant, and all 
indications were that a new paradigm was com¬ 
ing from Sega. Shenmue was to be their Final 
Fantasy, a game from which they could hang all 
manner of sequels and ancillary titles. But the 
reality of the game's actual performance in the 
market place was far more muted. How muted, 
you ask? Seaman outsold Shenmue. Now, 
everyone generally agrees that Seaman's per¬ 
formance was somewhat anomalous, but the 
fact remains that Shenmue only sold to about 
one in seven Japanese DC owners, a figure well 
below what Sega had predicted and so des- 
S6 perately needed to help offset Shen- 
jr vST mue's enormous cost. Sega knew 


going in that it was to be the sequels where all 
the money was going to be made, but still, 
Shenmue's virgin performance was sobering to 
say the least. 

And as i sat there playing the Japanese ver¬ 
sion over last Christmas, I had to ask myself. 
"Why isn't this game the sensation that every¬ 
one thought it would be?"The game just 
seemed so revolutionary, both visually and con¬ 
ceptually. It was something really new, a living 
world, a stunning virtual reality of small town 
Japan inhabited by dozens and dozens of seem¬ 
ingly alive characters. 

And perhaps even more ambitiously, Yu 
Suzuki set out to make Shenmue a game that 
could be played by nearly everyone. The hard¬ 
core may have moaned, but this was a worthy 





it will L 















and important goal not to be scoffed at, and 
the evidence I had was that he had succeeded. 
Everyone, gamers and non-gamers alike 
seemed to enjoy playing Shenmue. The game's ^— 
combination of frequent character interaction, 
amusing time-killing devices within the world 
(playable versions of Space Harrier, Hang-On, slot 
machines, and darts), and easy to grasp real time bat¬ 
tle and Dragon's Lair-like Quick Timer Events all had 
broad appeal. 

Naturally, I was dying to play the game in English. 
How would all these elements come together in a 
form that I could fully understand? And finally I got my 
first in-depth look at the localized version of Shen¬ 
mue. Excitement and apprehension were both high: 
excitement over fully grasping the game's plotting, 
structure, and flow, and apprehension over how the 
dub would be handled. 

Let's start with the latter. I breathed a huge sigh of 
relief over this dub. It's actually good for the most 
part. Ryo, the lead, in particular is well cast, and there 
is suitable attention to detail, as japanese words and 
names are pronounced properly. Sure, some of the 
myriad secondary characters aren't quite as convinc¬ 
ing, but overall this is a good presentation. 

As for the former, 1 am finally beginning to under¬ 
stand what it was that stopped Shenmue from 
becoming the phenomenon that it seemed destined 
to. When I played the japanese version, the mystery 


and allure of the game was very high. It seemed so 
expansive and non-linear, and I felt that I was part of 
something much larger. When I would finally make it 
to the next adrenaline-pumping Quick Timer Event 
or real-time battle, I felt a huge sense of accom- ,^jj 

But now that I've had the chance to play 
the game in English, I am a little disap- 
pointed by how straightforward the game 
actually is. Certainly it's no more linear 
than any other modern Japanese RPG, * 
but it's true that Shenmue is less of a 1 
free-form virtual reality than I 

But before I begin to sound 

ence and a staggering ^ 

CONTINUED ON PAGE 126 ► 1 ; 
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S A MEMBER OF A RUTHLESS GANG OF 


M UGGLERS, IT'S YOUR JOB TO EVADE THE 

i.S. Border Patrol, CIA and cutthroat 

IVALS TO DELIVER ILLEGAL CARGO. IT'LL 
AKE COMPLETE MASTERY OF YOUR OFF-ROAD 
EHICLE TO MAKE IT ACROSS UNFORGIVING 
ERRAIN AND STAY ONE STEP AHEAD OF THE 
ORCES OUT TO DESTROY YOU. 

DELIVER AT ALL COSTS 




Levels are over 5 square miles, each with a "drive anywhere" environment filled with other 
smugglers and law enforcement officials. 

Choose from 35 different vehicles, each with unique modifications and strengths. 

Compete head-to-head or run "pick up and deliver" missions against Al opponents or 
in full multiplayer mode. 

Maneuver your way through arid desert, icy tundra, or rocky mountain forest. 

Real Time Damage Models allow you to watch the parts fly as you pay the price for 
punishing collisions! 
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JET GRinO RROIO 
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Super tunes, super vibe, super graphics, super unique. Sega continues 

to pump out original content that just can’t be heat 



J et Grind Radio is about the coolest thing going on any platform —peri¬ 
od. It's also one of the best applications of 3D game design —if not 
the crowning jewel of the genre—that I have ever experienced. I know 
you'll want to string me up for stating this, but modern skateboarding 
and BMX games pale sadly in comparison to what Jet Grind brings to the 
3D arena. The combination of the sprawling cities and burrows, uncon¬ 
fining interactive playgrounds that are alive with activity, the cooler- 
than-it-really-is Japanese rendition of our skating vibe and tagging, and 
the music they've put to it (a dance mix that poops on most of MTV's 
latest toiletries) is simply unbeatable. These tunes echo a freshness 
and newness that used to be celebrated by the media, before they sold 
their souls to boy bands and belly buttons. 

The U.S. Grind has been lovingly tweaked in the localization process, 
picking up a new character - Piranha, (roughly Scary Spice on skates) 


some new graffiti designs, and a few needed gameplay refinements- 
like better defining the tagging spree where you need to chase down 
and tag the Poison Jams. SoA is improving on an already spectacular 
game. The addition of a new area (!), with Rob Zombie accompaniment 
no less, has yet to be seen but is lurking in the final somewhere I’m 
sure. I only wish the localization process were complete so that I could 
give Jet Grind the A it so adamantly deserves before it hits store shelves 
this October. Then again, I suppose I just did. Check back for the review 
anyway, if not for the pretty lay¬ 
out, then to hear me gush 
some more about one of 
2000's very best, gr 
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developer kronos • publisher eidos • available january 


Mist is a real hellcat. What, Dad was a 
weatherman? 

FE2 takes us through Alternate Hong 
Kong (you know the place), the Mountain 
Island of the Immortals, The Walled City of 
Xi’an, The Lost Tomb of the Last Emperor 
of China, Hells Kitchen, and Peng Lai 
Shan, where Rain’s evil twin sister awaits. 
The game uses what they call Motion FX 
3D Technology (that’s polygons that look 
like anime characters to you and me), and 
this time out they look even more spectac¬ 
ular than before. There are 120 minutes of 
cinema, no load times (!) and all of the 
puzzles and crazy killin’ you loved about 
the first game times ten. On top of that, 
replaying the game will spawn a different 
set of enemies and open hidden features, 
and best of all, the new real-time invento¬ 
ry system takes the hassle out of finding 
that UZI 9mm when you really need it. 
Sounds great, looks great, plays great. 
The PlayStation marches on. gr 


A fter a lengthy foray into the once fero¬ 
cious fighting game arena, Kronos 
finally hit pay dirt with last year’s dark 
fable, Fear Effect. Taking polygonal game- 
play set among prerendered backgrounds 
to new heights, they fashioned what 
stands as one of 1999’s best PlayStation 
games and laid the ground work for a 
series with massive long-term appeal. 

Fear Effect sort of dropped us into a meat 
grinder. You weren’t sure how Hana Tsu- 
Vachel became a beautiful assassin, you 
just knew she had a job to do. A prequel, 
Fear Effect 2, tells us 
| how she got there 
and what brought her 
- i together with Royce 
Galas and Jacob 
DeCourt. She also 
J has a new female 

friend in FE2 who’s 
dead sexy, Rain Quin. 
J I hear her twin sister 
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It’s been a long time coming, but the wait is over. Japan’s 

number-one BPS, smm Im finally, hit PlayStation 


F ew things in the video-gaming industry are 
as big as the release of a new Dragon War¬ 
rior game. Recently released in Japan, Dragon 
Warrior VII (known there as Dragon Quest VII) 
broke record after record, causing fans to line 
up for blocks, selling more than 3.9 million 
copies to date (compared to FF9's 2.8 million), 
and garnering a nearly perfect score from lead¬ 
ing Japanese gaming pub Famitsu. 

So what makes this game so good that it 
helped boost the Japanese economy? Part of it 
has to be the game's old-school appeal. Drag¬ 
on Warrior VII is nothing if not a throwback to 
the old days of RPGs, with its traditional fanta¬ 
sy feel, hand-drawn characters and turn-based 
menu-driven combat. True, DW7 looks like it 
was done on the SNES (the animations could 
have been done in RPG Maker) and the fully 
rotatable 3D landscapes aren't terribly impres¬ 
sive, but I suppose we can forgive that consid¬ 
ering the game has been in development for 20 
years or something like that. Besides, DW7 is 
filled with lush, vibrant colors and details that 
exude a charm I haven't felt since the days of 
16-bit. As with the previous Dragon Warrior 
games, the characters were designed by Akira 
Toriyama (of DragonBall Z fame), and his 


unique style shines through, despite the small 
sprites. The well-animated 2D enemies are 
particularly nice. 

DW7 also boasts an absolutely massive 
quest. The adventure starts on a small island, 
but it doesn't take long before your group of 
heroes uncovers mysterious ruins that feature 
warp gates to numerous new lands, each filled 
with quests, enemies, items and NPCs to inter¬ 
act with. What's more, the gameplay is more 
interactive than your average RPG. Much like in 
Legend of Zelda, you'll have to push blocks to 
complete puzzles and you can pick up and 
throw objects; heck, when you lift up a jar, it 
even sounds like Zelda on the SNES. Eventual¬ 
ly you'll have parties of up to five characters, 
complete with unique spells and techniques, 
and you'll even be able to change job classes. 
The depth of DW7 promises to be unmatched: 
after playing the game for days and immersing 
myself in its world, I feel I've barely scratched 
the surface. 

Although Dragon Warrior VII probably won't 
produce quite the numbers in the U.S. that it 
did overseas, the game is set to be a true epic 
for fans who can look beyond its classically- 
styled exterior. Gn 
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TORHENO 
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A quest filled with nasty, monsters and deadly dungeons 

awaits Dragon Warm’s pudgy shnpkeeper 


T he kingdom is in trouble. Monsters are 
starting to appear everywhere, and 
grassy fields that were once safe for a 
nice stroll have been transformed into 
"magical dungeons" where danger lurks 
at every turn. Only one person is man 
enough to stand up to this evil: Torneko. 
That's right, Torneko. Long-time RPG 
fans will no doubt recognize Torneko as 
the chubby, mustachioed, Mario-esque 
shopkeeper from Dragon Warrior IV 
(though he was called Taloon in the U.S.), 
and now he's on the PlayStation in his 
own great adventure called World of 
Dragon Warrior: Torneko, The Last Hope. 

Similar to games like Chocobo's Magic 
Dungeon, Torneko falls into that category 
of quasi-RPGs where the emphasis is on 
dungeon exploration and not epic story¬ 
telling. In his quest to stop the monsters 
from overrunning the kingdom, Torneko 
explores dungeon after dungeon, 
through caves and fields and haunted 
buildings. Every dungeon Torneko visits 
www.gamersrepublic.com 


is randomly generated, so the layouts are 
never the same, and the enemies and 
weapons show up in new places. Like 
other games in this sub-genre, you begin 
every dungeon at experience level one, 
and you have to build up your character's 
strength and acquire weapons each time 
to survive. Since the enemies attack and 
move around the maps with each action 
Torneko makes, you'll have to use a lot of 
strategy as you fight and explore, or else 
you'll wind up back at the beginning with¬ 
out any experience or equipment. 

Dragon Warrior fans will be pleased to 
know that the excellent character designs 
by Akira Toriyama have returned in 
Torneko, and famous enemies like slimes 
and wyverns are back as well. The 
detailed claymation backgrounds are 
lovely in their 2D splendor, and the fairly 
large sprites look better than those in 
Dragon Warrior VII. Torneko sold by the 
millions in Japan; we'll soon see if that 
translates to success here, gr 
























sonic ROVEHTURE 3 

preview by c. hoffman • dev: sonic team » pub: sega • avail: 2001 

Sega is finally beginning to spill the info on Sonic Adventure 2, and it 
looks like the blue blur will be better than ever. Like in the first game, play¬ 
ers will be able to control multiple characters, including Sonic and Knuck¬ 
les, and Sonic Team has strongly hinted that Dr. Robotnik, in his new Egg Mobile 
walker, will be playable. This time the adventure starts in a splendid-looking city 
(after Sonic’s sky-surfing drop down from a helicopter), and then con¬ 
tinues in a wealth of gorgeous environments including a lush jungle, a 
futuristic factory, freaky ancient ruins, mountainous areas and an under¬ 
water zone. The characters will even have new moves, like Knuckles’ 
spinning uppercut and a grind move for Sonic that lets him slide down 
rails and access hidden areas. These phenomenal new screens are sure¬ 
ly just a mere hint of the wonders that are to follow. Of course, we can’t 
even begin to pass any concrete judgement, but the game is already 
looking tremendously improved over the brief teaser shown at E3. C3R 


preview by d. halverson • dev: argonaut • pub: crave • avail: October 

Well surprise, surprise! It lives! I’ve been asking Sega 
about Red Dog since I first spotted it at E3 ’99 and had 
pretty much lost all hope. So when it was dropped on 
my desk the day we put this issue to bed, I was at once stoked 
and somewhat worried (usually when games come out of 
nowhere it’s because they have problems). So imagine my 
astonishment when after just a few minutes of gameplay, I real¬ 
ized that Red Dog is one of the best _ 

Dreamcast games I’ve played this 1 
year. With smooth 60-fps animation, 
huge non-clipping environments, 
awesome music, cool missions, big 
bosses, a truly inspired interface, and 
one hella’ cool off-road assault vehi¬ 
cle to its credit, Red Dog is sure to be 
the sleeper hit of the fall. I’d say this 
is Argonaut’s best since StarFox 
(although I dug Croc, Croc 2, and 
Buck Bumble). Look for a full-on 
review next month. Watch, it’ll be like 
an hour long! Doh! GR 




















































































































































BRERTH OF FIRE IV 

preview by c. hoffman • dev/pub: capcom • avail: november 

„ It’s been a few months 

since we looked at the lat- 

PlayStatlon 

est in Capcom’s hit RPG 
series, Breath of Fire IV. Now that 
we’ve played a near-complete U.S. 
version, we’re happy to say that 
the game is shaping up to be every 
bit as good as we imagined. This 
time players control two main 
dragon-man characters—Ryu and 
Fou-Lu—with intertwining des¬ 
tinies. Ryu is a mysterious boy who 
doesn’t know where he came from 
or where he’s going, and he finds 
himself caught up helping Princess 
Nina search for her sister in a land 
where a tenuous peace exists between the Alliance nations 
and the Empire. Fou-Lu is an ancient emperor who has just 
returned to this world, and while his true motives aren’t 
clear, the power unleashed when he and Ryu meet could 
change the world forever. Aside from the intriguing story, 
BOF4 also offers incredible hand-drawn characters with 
awesome animation set in a 3D world (much like BOF3) and 
tons of mini-games to keep the action fresh. Plus there are 
loads of spells and special abilities, combo magic attacks, 
and master characters to train under, providing all the vari¬ 
ety and depth fans of the series have come to expect. GR 


DERID OR RUVE 3 HRROCORE 

preview by b. fiechter * dev/pub: tecmo avail: October 26 


Tecmo has taken an arcade-perfect version of Dead or Alive 2 and made it even bet¬ 
ter by adding a few new levels, moves and costumes. Most of the new levels are 
accessed in Tag mode, where before only one arena was available for group competi¬ 
tion. Other areas have also been expanded in the Story mode, like the outdoor area in the dojo, 
and, my personal favorite, the city streets below the 
rooftop Chinatown stage. Because of the true sense of 
3D space, the ability to interact with the arena and 
crash through walls and floors, Dead or Alive 2 Hard¬ 
core takes on a completely different visual dynamic 
than Tekken Tag, its only immediate rival. Those who 
have played the Dreamcast version already know how 
good Dead or Alive 2 is; play this newest version on 
PlayStation 2, and you’ll find even more to like. GR 
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"The level of detail paid to every single moment, 
circumstance and environment is overwhelming." 

Official Dream cast Magazine 

.undeniably the prettiest role-playing game ever to grace 

a console." 

www.dailyradar.com 


"...this will indeed be the first epic RPG on Dreamcast." 

www.ign.com 

"Grandia II is easily the most impressive next- 
generation RPG we’ve seen, and the first true 
RPG epic for a next-generation console." 

www.thegia.com 

Take^new look at what is surely the best-looking 
RPG yet on a next-generation console..." 

Gamer's Republic Online 



'...set to give sub-par developers a lesson in how to do a DC 

RPG right." 

GameFan Magazine 

"Any RPG fan would be insane to miss out on this fantastic 
gameplay experience and it could go far in converting 
those who previously rode the RPG fence." 

GamerWeb.com 

"If you want your copy of Grandia 2 this holiday season, 
don't expect Santa's little elves to make you a special copy, 
pre-order it now or you may not get it until late January." 

www.GA-Console.com 


Critically acclaimed and over 2 years 
in the making , Grandia ™ II 
arrives December 2000. 


Katsumi Aizaki and Masashi Hazama. Ubi Soft Entertainment and the Ubi Soft logo are registered trademarks of Ubi Soft, Inc. Sega, 
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preview by s. thomason • dev/pub: 3do • avail: fall 

Heralding the Might & Magic franchise into the next gen¬ 
eration of game consoles, Warriors of M&M is a 3D action- 
RPG with a heavy emphasis on the action—a wide variety of 
weapons and spells are used to deci¬ 
mate your opponents through a new 
fighting system designed specifically 
for this title. While many of the locales 
are dark and atmospheric, it remains to 
be seen if this game can restore the 
Might & Magic name after the disas¬ 
trous Crusaders on PlayStation. C 5 R 
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RCOEGO 

preview by d. halverson * dev: taito • pub : acclaim * avail: november 
I’ve played 
enough RC rac¬ 
ing games to 
know that Acclaim’s RC 
De Go is about as good 
as they come—no sur¬ 
prise given that it’s from 
Taito (Darius, Ninja War¬ 
riors), one of Japan’s 
most respectable small 
developers. The game 
has a look all its own, 
reminiscent of Gran Tur- 
ismo’s replays oddly 
enough, and the dual ana¬ 
log control makes it a natur¬ 
al for both RC enthusiasts or 
anyone who’s ever stood at 
the arcade playing Sprint 
until their knees buckled. 

The simple yet effective 
interface offers beginner, 
intermediate or expert diffi¬ 
culty, on- or off-road play, and then it’s pretty much go time. The R 
button activates a turbo boost that doubles as an attack if you’re 
close enough to a rival, otherwise, like all good RC racing simula¬ 
tions, RC De Go is an exercise in steering finesse. The only thing that 
De Go has going against it is what it is—an RC racing game on a sys¬ 
tem that already has a bunch to its credit. Whatever market is out 
there should not hesitate to give it a De Go. GR 


REROV 3 RUmBLE 3 

preview by c. hoffman » dev: midway • pub: midway • avail: november 

We brought you the latest on R2R2 back in issue 28 based 
on our time with the DC version, but now we have the PS2 
game in house for you to feast your eyes on. This version of 
R2R2 features 20 boxers, including celebrity characters Michael 
Jackson and Shaquille O’Neal, plus nine returning faves and wacky 
new fighters like Freak E. Deke (a Mohawk-wearing punk), Wild 
Stubby Coreley (a cowboy), Mama Tua (Salua’s enormous wife!?) 
and Freedom Brock (hippie). Pacer fans may need to pick this game 
up just so they can lay the 
smack down on Shaq. GR 


P JE 
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preview by b. fiechter • dev/pub: ubi soft • avail: february 

One of my favorite games on Dreamcast will hopefully find 
the success it deserves on PlayStation 2. While sharing many 
of the same inspired qualities that saturated the DC version, 
Rayman 2: Revolution is undergoing a few nips and tucks to improve 
the integrity of its presentation, while receiving a couple new levels as 
well. Enemies are being given a bit more bite and will be more preva¬ 
lent, and the game as a whole will be slightly more difficult and harder 

edged. Rayman 2 was a truly 
special creation; I can’t imagine 
it getting any better. GR 

























































































unRERL TOURnmmEnr 

preview by b. fiechter * dev: epic games * pub: infogrames * avail: October 26 


While originally slotted for launch, Oni has fallen into a Febru¬ 
ary release, so the talent at Bungie are getting more than enough 
time to bring the sci-fi/anime vision to the PlayStation 2. The 
design intentions are remaining the same: the game is being built around 
an action center, with puzzles and story filling in to complete the package. 

Set in the distant future, Oni follows the 
plight of Konoko, a law enforcement 
operative trained in the martial arts. In 
other words, cool. C5R 


oni 

preview by b. fiechter * dev: bungie * pub: rockstar • avail: february 2001 


Why port one of the most crit¬ 
ically acclaimed multiplayer 
first-person shooters to the 
PlayStation 2 without the essential 
dynamic of Network competition? Appar¬ 
ently Infogrames thinks you will be 
thrilled enough in playing Unreal Tourna¬ 
ment against friends through a split-screen presentation, because 
there is nearly no reason to run around small arenas by yourself bat¬ 
tling computer-controlled opponents. Including the original Unreal 
would have been greatly appreciated, but it looks like a graphically 

impressive multiplayer game 
is what you have to look for¬ 
ward to instead. GR 




• avail: fall 


BRTmnn bevoho 

preview by d. halverson * dev: kemco * pub: ubi soft 

l What compelled Ubi Soft, one of the industry’s most respect- 
ed companies, to entrust the coveted Batman Beyond franchise 
~~ to Kemco I will never understand. As a result, what should be 
one of the year’s best may be reduced to a mundane side-scrolling clunk¬ 


er. At this point, and the game is said to be 90-percent complete, every¬ 
thing that can go wrong, has. Bad animation, floaty jumping, claustro¬ 
phobic environments that seem to imprison the gameplay, muted color 
schemes, and repetitive music drown the once mighty caped crusader in 
a muddled polygonal sea. The question begs to be asked: if you’re going 
to develop a 2D Batman and you’ve got the caliber of artists we know Ubi 
Soft has (remember the original Rayman?), why not use the 2D Rayman 
engine and create another hand drawn masterpiece? I mean, this is Bat¬ 
man! Sadly, the Batman franchise may once again be dealt a losing hand. 
This franchise seems to have a way of stepping in every pile on the path. 
First came the crap Acclaim game, then the crap Schumacher movie, and 
now the virus has spread to the PS and N64 (which at the end of its reign 
needs this game about as 
much as it does another 
color scheme). Barring a 
miracle, this game is going 
to fall far short of Ubi’s good 
name. I think it’s time Amer¬ 
ica officially closed the 
book on Batman before we 
do any more damage. Let 
Capcom have a crack at it or 
say goodbye Forever and 
Beyond. GR 


BUFFY 

preview by c. hoffman • dev: the collective * pub: fox • avail, winter 


Believe it or not, 
Buffy the Vampire 
Slayer from Fox Inter¬ 


active is actually shaping up 
extremely well. Flaving pro¬ 
gressed quite a ways since 
we last saw the game, the 
character models are excel¬ 
lent, the animations are well 
done, and the backgrounds 
are looking very impressive. 
Players get to control Buffy 
as she interacts with locales 
and characters from the TV 
show, and uses her fighting 
skills, a variety of weapons 
and magic spells to battle 
the undead in this third-per¬ 
son action-adventure. GR 
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RICI-tV CRRITIICHREL S 

preview by d. halverson dev: funcom • pub: thq • avail: October 

|| I The PlayStation is still a thriving platform and will no doubt 
continue to be long after its more powerful successor creeps 
up to take its place in history. Due in no small part to the intro¬ 
duction of the PSOne (especially once the LED screen is made avail¬ 
able) and the fact that everyone and his dog has one, there’s still room 
for good games to thrive on this steadfast platform. It is coming to the 
point, though, where only the best will survive and, I’m happy to 
report, Championship Motocross 2001 Featuring Ricky Carmichael 
looks to fit that mold. A vast improvement over last year’s edition, Fun- 
corn’s engine seems stronger than ever, 
tossing around the PS’ limited polys with 
what seems like a minimum of effort. 
The new skewed vantage points, a' la 
Daytona, are a nice touch and the nimble 
feel will have you chewing up the dirt 
with a big ol’ smile painted on your face. 
The game features 28 real riders from 
the 125CC, 250CC, and 500CC ranks, 
authentic locales like 
Unadilla, Hangtown, and 
Glen Helen and a laundry 
list of features I’ll save for 
the review. There are, like, 
50 tricks that are easy to 
pull off, should you feel the 
need, and the animation, 
sans the absence of the rid¬ 
ers putting out a foot 
around corners, is good 
stuff. Look for a review next 
issue. GR 
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preview by c. hoffman • dev: ubi romania • pub: ubi soft avail: november 

Ubi Soft enters the world of futuristic racing with Pod 2, a 
gritty online racer for Dreamcast. A sequel to a PC hit, Pod 
2’s main selling point is that the game is built with online 
gaming in mind. Pod 2 will be one of the first DC racers to let you 
compete with players across the country, although you can race in 
split-screen mode or compete against four CPU opponents instead. 
The game features six well-built courses (not counting mirror ver¬ 
sions) with varied environments, including a volcano, a mine, a 
canyon and industrial ruins. Moody colors compliment nice textures 
to create a believable post-apocalyptic world, complete with alien 
creatures obstructing the road¬ 
ways. And while a couple of the 
tracks seem a tad too open, the 
remainder are designed well and 
filled with multiple routes and 
shortcuts. Meanwhile, the eight 
animal-inspired vehicles (with 
names like Crab, Viper, Cougar and 
Wasp) share the courses’ dark 
industrial design, though 
the nice lighting effects 
and reflections almost 
look out of place on the 
dingy machines. Right now 
the game has a severe lack 
of modes (nothing but sin¬ 
gle races), but if Ubi beefs 
it up for the final release, 

Pod 2 should be a fun, 
competent racer. C5R 
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SUPER BUST-R-mOVE 

preview by b. fiechter • dev: taito • pub: acclaim • avail: november 

I could be mistaken, but I don’t think I’ve ever played a 
puzzle game with characters who vomit profusely when 
attacked and let loose a stream of diarrhea. Very charming. 
It would seem that Taito really wanted to try something new with its 

durable Bust-A-Move series, but 
thankfully the changes don’t end 
with the addition of copious 
body fluids. A delightful visual 
makeover is the most noticeable 
improvement, and the gameplay, 
while still pure Bust-A-Move to 
its very core, has been given 
some added complexity by 
adding such dynamics as direc¬ 
tional boxes that 
can be shot to 
reposition the 
bubble platform. 
Now before you 
balk at the idea of 
yet another Bust- 
A-Move, especial¬ 
ly one on PlaySta¬ 
tion 2, give it a 
shot; few series 
are as recyclable 
as this. GR 


mOTO RRCER UJ. TOUR 

preview by d. halverson dev: dsl • pub: infogrames • avail: november 

In all fairness, I’ve just 
come off of a two-day binge 
salivating over Namco’s Moto 
GP for the PS2, and so Moto Racer’s 
visuals initially resembled a VMU 
game in comparison. The leap in tech¬ 
nology won’t be taken by everybody, 
however, and so I must climb down off 
of my high horse and pretend I 
haven’t just carved up a GP series so real I should have jet lag. This 
game has a lot going for it, namely authentic locales, arcade, series, 
and two-player gameplay, and some truly nimble dual analog control. 
While it’s not the prettiest game, I’d have to say that it controls better 
than just about any two-wheeled road racer on the system. The 
motocross animations are especially smooth. Our preview offered a 
minimum of the available tracks and modes though, so a review will 
have to wait. Moto Racer looks like it will definitely warrant a go if 
you’re a racing fan planning to stick with the PS for awhile. GR 


































































Mr. Takahiro is 
personally 
accountable for 
orooram miM^^^ ^ 
code. If yolTand 
your friends aren’t 
completely 
freaked out with 
fun, then he will 
be fired. This will 
dishonor his 
family, which he 
can restore only 
by taking his own 
life with a sword. 
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L ists are highly subjective. I play video games for a living (life is hell), so you can rest 
assured all of these are excellent. But let's face it, sports gamers are going to go for Mad¬ 
den, fighting fans for DOA or Tekken Tag, and so on. My top five is based on three things: 
good representation of the technology, replay value and my personal taste. Being a die- hard 
platforming fan, the fact that my top game is a racer doesn't bode well for the lineup in the 
first place, but thankfully racing is one of my other passions. If Crash and co. were your bag 
on PS, you're going to be waiting awhile for the snack tray, so while you wait for Klonoa 2, 
may I suggest: Moto GP—one of, if not thee best, racing games ever; Silpheed —an infinite- 

. v ,. ly replayabe shooter with a 

ill _ } . f_ ■ I - royal pedigree and eye candy 

i so good it could make you fat; 
SSX Snowboarding—snow¬ 
boarding at it's absolute 
finest and the best-looking 
bunch; X 


game 

Squad —a beautiful mission 
ops game with a stellar cast 
and eye-popping visuals; and 
Gungriffon Blaze, a mech 
assault sim with some of the 
most intuitive control you will 
ever feel. 
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I f you must have one game at launch, make it SSX Snowboarding. I've never even 
liked a snowboarding game before, yet here comes one from EA that dwarfs every 
launch title in the PS2 arsenal and is in the running for my "year's best" list. It's des¬ 
tined to become a classic. Ride Racer V is just as good in its own right, a racing game 
without equal. Tekken Tag Tournament is the best version of Tekken yet, a visual pow¬ 
erhouse with character models that are so detailed you can see muscle striations. X 
Squad is a throwback to simplistic action gameplay, made fresh and new with incred¬ 
ible level architecture, and Silpheed, a faithful update to a Sega CD classic, was devel¬ 
oped by the masters at . . . 

Treasure. So let's \ 

review: five awesome 

games at launch—any r gyi ^ 

one could be one of 
your favorites for the 
year—and at least 

another five that could I r 

have very easily made f p 

the list. I envy those t * v 

playing all these great # ' ^ J ij|j» V 

launch games for the 
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editor’s ps 2 launch top 5 


H aving just received word that Sony will only ship 500,000 PS2S on launch day, October 
26 ,1 shall defer my purchase to a later date. Being in the privileged position that I am, 
I’ve played nearly all the launch games, so I’ll let a member of the game-buying public have 
my machine. Now, when you happen to get a hold of the PS2 that I so graciously sacrificed, 
these are the games I think you should get: Ridge Racer V, Silpheed, Tekken Tag Tourna¬ 
ment, Moto GP, and Gungriffon Blaze. Each one of these games is beautiful, incredibly well 
designed, and will show you graphics the likes of which you’ve never seen on a home con¬ 
sole. Ridge Racer V is simply the most exciting racing game I’ve ever played, Silpheed is a 
classic overhead shooter 
designed by Treasure, 

Tekken is a most amazing 
looking fighter, Moto GP is 
utterly stupendous, and 
Gungriffon Blaze is a nearly 
perfect mech title. Were it 
not for the limited number of 
systems, this could be con¬ 
sidered the best launch of all 
time. 
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S ay what you want about Tekken Tag Tournament - that the animation is straight 
from Tekken 3, that the gameplay hasn’t evolved - but that doesn’t change the fact 
that Tekken is still the best 3D fighting series out there (sorry Soul Calibur fans). The 
incredible character models are a spectacular showcase of the PS2’s visual power and 
the “jaggies” that people complained about have even been removed. Silpheed, 
meanwhile, should satisfy any shooter fan’s need to blow away legions of enemy 
fighters. Backed by Treasure’s awesome bosses and wild weapons, Silpheed perfect¬ 
ly blends old-school shooting fun with cutting-edge technology. As for SSX Snow- 
., fJ. 1 * < / H 1 MUbU-U _ I boarding ^and ^ Ridge 

' .^7 / even a huge fan of rac- 
m y jpg games or extreme 

4 I ^ sports, but even I have 

t0 a PP reciate the 
*V; majesty of these two 

* <% Wjltv spectacular 


games. 
Rounding out the list is 
Street Fighter EX 3, 
which simply takes the 
classic fighting series 
and finally renders it in 
3D justice. 
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The second you hear that classic music, 
you know the Zelda magic is in the air. Pull 
yourself away from your PS2 on October 26 
and foin Link in another of his quests, full of 
great wonder and fantasy. 
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A solid off-road racer uses a strona dose of realism 

aM expansw track design fnr its appeal 


j idge Racer V is the pinna- 
\cle of arcade racing, and 
it’s the obvious choice for racing 
fans looking to have their wow meter driven to 
overload well past the expiration date of PlaySta¬ 
tion 2 launch freshness. Awesome game. But how 
about a decent package of off-road competition 
with authentic physics to compliment your racing 
collection? “But I hated TNN Hardcore Heat on 
Dreamcast,” you say. “But that’s OK,” I say, 
because this game is fairly forgiving, tuning its 
physics for a stiffer, sharper feel. The buggies 
respond to the road in an accurate manner, exhibit¬ 
ing proper balance and handling as the terrain and 
conditions change. 

One of Wild Wild Racing’s strong points is the 
way the visual presence of the vehicle translates to 
the controller, and while the game feels convincingly 
real, there is just enough arcade tuning to contain the 
racing within the boundaries of practical, enjoyable 
gameplay. As you work your way through the various 
difficulty levels, buggies can be upgraded and won by 


tackling challenges such as collecting letters on the 
tournament courses or grabbing the gold trophy on 
stunt tracks. Initially there doesn’t seem to be a huge 
difference in the mannerisms and performance feel of 
the different buggies, but you’ll quickly find that the 
only way to capture first place as the courses become 
more difficult is to win a new ride. 

The detail on the buggies is terrific, and while cer¬ 
tainly not eye-poppers, the globe-spanning courses 
are well designed, expansive and nicely structured. 
There’s never any single racing line to follow, and the 
long stretches of multiple paths force you to deal with 
learning the course and its shortcuts more than your 
opponent. A few more than the six buggies that are in 
the field at once might have pumped up the intensity 
a bit, especially in pro circuit, where the races can get 
pretty spread out during the ten-minute runs, and the 
available five courses leave you unsatisfied. But for a 
launch title offering an off-road racing experience 
you’re not going to find again any time soon on the 
system, Wild Wild Racing is a marginal success, gr 


GOOD PH VS ICS on THE BUGGIES 
GOOD TRRCK OCSIGO: OICE fWD OPEO 


DEEDS mORE IDTERBCTIOn UJITH THE COPIPCTITIOD 
mORE LEVELS. PLERSE 


Decent track design, a solid engine, great-looking buggies and a satisfying 

PHYSICS MODEL BUILD THE OFF-ROAD EXPERIENCE. 
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Namco have outdone themselves once again, dishing out a PS2 game at 

launch that learn mnsL nfJha pack eating. Ml dust 


T his truly is God’s gift to racing. I'd say that 
Moto GP does for road racing what Ridge 
Racer V has for auto racing, but that would be 
an understatement. Moto GPgoes beyond even 
that lofty perch, with a game so real you'll feel 
like you should have jet lag from travelling the 
world’s finest race tracks. Forget everything you 
know about road racing on a home console and 
get ready for the real thing. 

It's almost impossible to describe how Moto 


GP feels in your hands. The rhythm of the game 
seems to permeate your psyche, connecting 
you, the controller, and the bike in a symphony 
of speed and skill. If classical music had a visu¬ 
al aid, it would be this game. What's beautiful 
about this control is that it's not instantly dis- 
cernable, but rather embedded in the game- 
play—where you may discover it on the last lap 
at Donington with two turns to go and ten 
meters between you and first place. Feather the 
analog midway through its arc coming out of a 
corner and feel the tire break loose ever so 
slightly as the RPMs soar. The sense of realism 
is uncanny: bump elbows and watch as both 
riders react or, doing 180 mph down the back 
straight at Suzuka, marvel that you can literally 
feel and hear the intense wind. All the while, 
layers of sound seem to emit from all direc¬ 
tions, from the crowded grandstands to the 
long, lonely straightaways. 

Moto GP far outshines its arcade counter¬ 
part, and real seasons, real teams, and real 
contracts are only the beginning. MGP now 
boasts Challenge mode, a series of challenges 
with rewards ranging from authentic track pho¬ 
tography to team and development photos; 
Time Trial, where you can test your skills 
against a ghost opponent on any course; Vs. 
play at 60 frames with no clipping; and, of 
course, Arcade and Season play with easy, nor¬ 
mal, and hard settings. You can also turn the 
simulation elements on and off, of which I sug- 
the latter, until you've mastered the game 
on hard. 
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If there's a complaint to be made, I 
it's that MGP only has five tracks. But ! 
seeing as how those five are perfect I 
representations of The Spanish Gran I 
Prix at Jerez, The British GP at Doning- (31 
ton, The Motegi and Suzuka GPs of 
Japan, and the French GP at Paul Ricard, I hard¬ 
ly see a reason to complain. Namco has elevat¬ 
ed road racing on a home console to staggering 
new heights and, in addition to MGP, they're 
responsible for the best PS2 auto racing and 
fighting game at launch. And then next up is 
Klonoa, which will probably do for platformers 
what MGP has for racing. As more and more 
companies begin to sell out and bloat at the 
expense of quality, Namco becomes more of a 
treasure every year they stay the course, gr 
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Namco iust completely rules, my choice as the most desirable ps2 launch title, 

MOTO GP IS INFINITELY REPLAYABLE AND PACKED WITH PS2-ONLY EXTRAS. OUTSTANDING! 
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A beautiful and bewitching girl seeks her 
long lost love's final resting place. A warrior 
searches for his missing daughter. A grand¬ 
mother must unearth a cure for her rapidly 
aging granddaughter. A young boy is drawn by 
a haunting melody as he hunts for his mother. 
These are just some of the stories you'll 
indulge in as you assume the role of the reluc¬ 
tant Orphen, a powerful sorcerer with a thirst 
for cold hard cash. Travelling with Orphen are 
his pupil Magnus, a wormy young boy and 
junior sorcerer, and Cleo, a nagging, card-carry¬ 
ing bitch on wheels (or at least that's how she's 
portrayed). You're a guest of Gia's deserted 
island of Chaos and a legendary power called 
the crystal egg. The story unfurls during a rou¬ 
tine bounty job when the vessel Orphen and 
company are sailing on gets redirected by 
Orphen's greedy rival (a midget of a wizard 
named Guss), who's heard of the egg and is 
after its riches and power. After falling under 
the attack of a mighty sea beast, the ship’s 
occupants all end up stranded on Chaos 


Island, where Orphen will team with each one 
and systematically help them fulfill their des¬ 
tinies. After each, Orphen is mysteriously 
returned to the ship just prior to the attack and 
all memories are wiped away as the beast 
attacks again... Ground Hog Day\ 

Arriving at the island, the players remain the 
same each time, but they take on different 
roles. Once Orphen assists all three, only then 
will his ultimate destiny be fulfilled. Interest- 

































Orphen is a truly mixed bag. It’s not the launch action-rpg that Blue Stinger was 

FOR DC. BUTANIME FANS AND ADVENTURE SEEKERS WILL LIKELY FIND IT WORTHY. 
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ing? Well, yes. Even though you're playing on the same 
island, it’s big, and few areas repeat. Through time 
travel, the scenes change greatly, as do the weather 
and enemies. The proverbial fly in the ointment lies in 
the voice acting, which sadly doesn't live up to the 
anime's standards. After sitting in on a recording ses¬ 
sion, we had high hopes, but it just doesn't quite gel 
right. 

Still, Orphen is an engaging launch title that shows 
off the PS2's strengths and weaknesses equally, so it 
warrants investigation. It's also based on a quality 
anime OVA and TV series, so anime fans will definitely 
want to give it a go. Pity a subtitled option isn't avail¬ 
able (as the original voice acting is quite inspired), but 
then again we're used to cheesy voice acting! 

Even amidst the PS2's polygon processing prowess, 
the graphics are a surprisingly mixed bag. You get great 
character models, intense effects, huge spectacular 
boss battles, innovative (and at times epic) vistas to 
explore, and great cinematic technique, but on the 
other hand there's questionable draw distance, many 
N64-quality textures, and anti-aliasing problems. As 
for the control, the jumping physics redefine "clunky," 
and the number of 

CONTINUED ON PAGE 126 ► 
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H ardcore shooter fans, salvation has arrived! 

Shooters have been making a comeback as 
of late, and Konami is joining the madness with 
Gradius III & IV, two of the greatest thumb-bust¬ 
ing blasters of all time packed into one CD. 

If you aren't familiar with the Gradius series, 
then shame on you. Gradius is 2D shooting bliss: 
it's all about strategic, pattern-based, sprite-mad 
intensity, loaded with rockin' music and some of 
the sweetest weapons ever devised. Gradius III 
is pure classic action (we saw it last on the SNES 


back in 1991), so it might look a little dated, but 
part IV is based on a coin-op from last year and is 
filled with awesome graphic effects like morphing 
enemies, fluid waves of lava, reflective ice crys¬ 
tals and incredible-looking bubbles that melt 
away when you blast them. Both games are filled 
with a simply insane number of sprites and bul¬ 
lets, not to mention some of the most wicked cool 
bosses ever seen. It's only through skill, practice 
and a lot of luck that you'll overcome the 20 or so 
stages offered between the two games. Even on 
easier settings, Gradius is one challenging game. 

On the other hand, Gradius III & IV doesn't 
exactly showcase the PS2's power. It's truly a 
game for old-school fans, not a game you'll whip 
out to impress your friends (other than perhaps 
the fantastic intro FMV). Plus, the slowdown from 
the original arcade game is still present. Does 
that diminish Gradius' gameplay any? Heck no. If 
anything, Konami deserves a big hurrah for bring¬ 
ing out a game where gameplay, not fancy 3D 
effects, is still king. A must-have for classic shoot¬ 
er fans. C3R 
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dreamcast review 




C apcom delivered arcade-perfect fighting 
action to Dreamcast owners merely months 
ago with Street Fighter III: Double Impact, so 
why, fans may ask, are they bringing us another 
new iteration with Street Fighter III: Third Strike? 
Well, the big enhancement this time is the addi¬ 
tion of five new characters to the roster, but 
they've made many other changes as well- 
some for the better and some not. 

This time around, Makoto (a judo expert), Q (a 
robot), Remy (a lot like Guile), Twelve (an alien¬ 
like character who would do better in Darkstalk- 
ers) and Chun-Li (she plays nothing like her old 
self) have joined the previous roster of Alex, 
Ryu, Necro and the rest, finally bringing the line¬ 
up to a respectable 20 fighters. Another nice 
addition is the ability to completely customize 
the fighting engine. You can modify the timing of 
the parrying defense, or you can turn it off alto¬ 
gether. Don't like throws? Turn those off too. You 
can alter your blocking range, and you can even 
disable blocking or jumping if you wish, plus a 
lot more. Essentially, you can play the game by 


whatever rules you want. 

The fighting action, though, isn't quite as rock- 
solid as Double Impact. It's still as strategic and 
precise as ever, resulting in some of the purest 
scientific fighting that you'll find anywhere, but 
some changes in move priorities leave some tar¬ 
nish on the golden gameplay. 

More obvious is the decreased quality of the 
graphics. Though the all-new backgrounds are 
very nicely done and could be considered works 
of art on their own merits, they look more like 
impressionist works and lack the sharpness and 
high resolution we were treated to in Double 
Impact. The characters suffer as well. Like some 
other recent 2D fighters from Capcom, the char¬ 
acters just look a bit pixilated and rough at the 
edges. The animation is still awesome at least: 
you can actually see Gill's mouth movements 
when he talks. 

Third Strike provides some great fighting 
action, but there’s just no getting around the fact 
that it looks and plays a step down from Double 
Impact, gr 


Third time's a charm? Five new fighters join the fray in the 

latest installment oLthn legendary lighting, saga 


I FIVE HCU FIGHTERS. HlELUDIflG EHUfl-U 
I PREEISE. STRRTEGIE FIGHTIHG RETIOTI 
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A SOLID FIGHTING EFFORT, BUT YOU'D DO BETTER TO PICK UP THE MORE POLISHED SF3: 

Double Impact unless you gotta have the new fighters. 
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If you’re on a one-way ticket to helLyou may as 

Mnf arlane’s nmlegiim finally, spam a moist gam 

P ure addiction is the best way to describe Cap- someone. All the while Spawn shoots from afar, run- 
corn’s latest action-fighting endeavor, Spawn: In 
the Demon’s Hand. They may as well inject this game 
with a needle because once it gets under your skin, 
there’s no turning back. 

After an impressive rendered intro (accompanied 
by trite but somehow fitting ’80s rock), you’re met 
with a variety of options. In Tournament mode, one 
player can have at Team Battle or Battle Royal, or, in 
the Arcade mode, up to four can slay either of those 
or take the E ticket to hell in Boss Attack, which cul¬ 
minates in a face-to-face with that festering, puss- 
filled devil himself, Malbolgia. My recommendation, 
as soon as you peel off the wrapper, is to go solo (and 
do play alone; this game demands your full screen) in 
the Boss Attack mode using Tiffany, along with the 
CPU-controlled Spawn by her side. This lethal combi¬ 
nation should allow you to see every beast and bad 
ass from the Spawn universe in the glorious detail 
that Capcom has become renowned for. Tiffany’s dou¬ 
ble jump allows you an aerial edge: you can land in 
the vicinity of the boss and, with a 
flick of the R-trigger, run your blade 
from groin to gourd; and her sword 
thrust can really reach out and cut V Cl =1 [ 


ning the perfect interference. Once you’re all the way 
through the first time, you’re awarded a new combat¬ 
ant and then, well, kiss the days goodbye. If you like 
Power Stone, you’ll love Spawn, and if you’re a 
Spawn fan to boot, you’ll hope they name a holiday 
after this one. The attention to detail exhibited in 
both the models and environments are second to 
none, and at 60 fps, the entire game is a furious 
mass of energy waiting to spill into your humble 
abode. Capcom has captured the cast in poly¬ 
gons to perfection and has the Dreamcast firing 
on all cylinders; Sega’s hardware in Capcom’s 
hands has proven an unbeatable combination. 

The breadth of this game is almost unfath¬ 
omable with 24 characters to unlock, art gal¬ 
leries to fill, and a wealth of play choices for one 
to four players. This is the game Spawn fans 
have been dying to get their hands on. gr 
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Spawn ©Todd McFarlane 


Spawn stands as the best action fighter I’ve yet played. A marriage of fluid moves, 

AWESOME CHARACTERS, RAUNCHY SETTINGS, AND WICKED GAMEPLAY THAT’S UNMATCHED. 
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Dave Mirra Freestyle DMX presents a complete package to the DMX masses. 

Com griM with thE mho’s whn oL prnlesswnaLJM 


ince my preview, Dave Mirra BMX hasn't changed a whole lot, 

^ and so, while there's still a ton to like about Acclaim’s first 
foray into the world of BMX, my issues with the control still haunt 
Mirra's otherwise impressive presentation. 

The environments are put together extremely well (even if they 
do blink and clip on the PS), and the animation is praiseworthy, 
as are the bikes and riders. ProQuest is cool, a series of chal¬ 
lenges you must complete to move on to the next, rewarded by 
new bikes, gear, and areas. In fact, the game has an unequaled 
variety of modes and, therefore, staying power to burn. The entire 
game has an open feeling about it. There's tons of grindable area, 
awesome transitions to master, and secret areas accessible by all 
manner of trickery. Mirra has some of the best level design I've seen in a 
skateboarding/BMX venue. It also boasts a ton of secrets and 
unequalled diversity from place to place. 

Now for the interactive portion of my review. If you own Mirra BMX for 
the PS, have you grinded those warehouse doors yet? Hit all of those 
lounge chairs? How about the one on top of the ramp? Bah! It's clear how 
to go about pulling off these tasks, I just think they’re a bit frustrating to 
hit within the game’s somewhat loose-feeling framework. It’s pretty 
tough to hit a specific mark, especially without being able to see it from 
very far away. The turning radius is just too wide for some of these ele¬ 
ments. As a result, only through diligent memorization do specific objec¬ 
tives become workable. I also found it a pain to jump out of vertical onto 
a flat plane. The game forces you in to a transition, making certain routes 
difficult. Many of these issues can be compensated for by practice, and I 
suppose that’s a lot of what makes these types of games compelling. 

Mirra’s pretty user friendly, but to master its many nuances is going to 
take some doing. I also question the music they chose, to the extent that 
it whips me into a rage. When did 
skateboarding, motocross, BMX, 
and surfing become synonymous 
with raspy alternative rock? And if 
you must include these game-killing 
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distractions, why not throw in some tunes we can flow to as well. I'd rather 
fly the friendly skies to some BT or just some good old game tunes. Last¬ 
ly, as I mentioned before, there's quite a bit of the old PlayStation nervous 
polygon syndrome in here as well. This I'm sure will be corrected in the 
Dreamcast version, which I'm really hoping addresses the camera issues 
as well. 

Overall, I really like Dave Mirra 
BMX a lot, and I’ll like it even ||| 
more on Dreamcast. Given that 
this ambitious game’s a first 
effort, I commend Acclaim and | 

Z-Axis. It offers excellent pro¬ 
gression and represents the 
genre in style. At the same 
time, there's plenty of room for 
improvement the next time 
around, but that’s what 
sequels are all about, gr 
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I like Mirra a lot but think that Z-Axis and acclaim left some room for improve¬ 
ment FOR THE DC VERSION AND THE SEQUELS. 
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4X4 EVOLUTIOn 
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Vast simulation elements come face to face with off-road 

racing and online gaming. linm to get dirty 


| could simply state that 4X4 Evolution 

I is to off-road racing on the Dreamcast 
what Gran Turismo is to road racing on 
the PlayStation. Everyone would buy it 
and, hey, I can go home. 

If it were only that simple. There's actu¬ 
ally more under the hood of Evo than any 
of its competition, including online play 
versus other Dreamcast users or, get 
this, Mac or PC users! That's right, jump 
on the network and you can play in their 
game. Better yet, there's a Career mode 
in here so big that you'll practically have 
to quit your career to finish it, and a slew 
of other modes that'll keep you behind 
the wheel until you're too old to drive. 

You start with $30,000 in cash, which 
will buy a nice boring stock truck. Pick 
up a Dakota or whatever and hit the trail 
(pity the Lexus is just out of reach as the 
game commences). Once you get a cou¬ 
ple of races under your belt and enough 
cash to hit the shop, hold onto your 
headers because this isn't your usual 
"shop.” You will not see "upgrade 
engine $3,000.00." Rather, get ready for 


a crash course in actually beefing up a 
stock motor. Like that custom clutch, 
huh? Well, to bad you can't buy it until 
you upgrade your flywheel. And so it 
goes, and goes, and goes. By the time 
your truck is truly stylin', you'll be damn 
proud to own it. Lucky for us, the racing 
is good enough to keep you out there 
earning. It's all here: real-time physics, 
all types of weather and conditions, free- 
roaming courses you can literally cut 
across Oust don't miss that checkpoint), 
and Al that will astound even the most 
jaded gearhead. There are 25 challenges 
in the Career mode as well, and you'll be 
tradin' paint in each and every one. 

To say that this game has it all is an 
understatement. There is limited line of 
sight masked by gradual draw in, but 
given the scope of the environments, it 
really has no effect on the overall experi¬ 
ence. I've been playing this game for 
days and there's just no end in sight. If 
realistic racing is your thing, it simply 
doesn't get much better, gr 
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4X4 Evolution pretty much does it all. online or off there’s enough road here 

TO KEEP YOU OCCUPIED FOR WEEKS AND WEEKS. 
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Ready to get your hands around the shapeliest heroines this 

si t oil mh. Raider? THfj's 0your medicine 
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While it’s not the game I’d hoped for. it’s good enough for fans to get a few 


C omic book fans have no doubt been 
waiting anxiously to get behind the con¬ 
trols of the Danger Girls, for obvious rea¬ 
sons: they're the hottest thing in ink on the 
planet. And although the end result is a B+ 
game in a C+'s body, it's more than worth 
investigating. Be warned, however, Dan¬ 
ger Girl shares a trait with N-Space's simi¬ 
larly cool but hard Duke Nukem: Zero Hour: 
saves are few and far between. Only after 
completing an entire level will the save 
screen appear, and these levels are long 
and full of surprises. You can easily be 30 
minutes into a 35-min.-long level and have 
the lights turned out, only to be dropped in 
at the beginning again. Thankfully, the lev¬ 
els are intriguing enough to warrant at least 
a few passes. Interactive puzzles and plot 
twists abound as Deuce and the other girls 
chime in to give you the lay of the land. 

The first op —Rumble in the Jungle star¬ 
ring Abbey Chase—is a good precursor to 
JC, Sidney, and Valerie's missions, familiar¬ 
izing the player with the controls and menu. 
The control is a complete package. Sniping, 


strafing, rolling, jumping, sneaking, shoot¬ 
ing, toggling items, and controlling the cam¬ 
era are compacted into an easy-to-master 
package. Sounds like a winner, eh? Well, 
hold the phones, there is one other glitch in 
the matrix—the frame rate. Thirty fps is a 
distant dream playing Danger Girl, but the 
trade off—nice models and big, non-clip¬ 
ping and -fogged environments—is almost 
worth it. And if that doesn't float your boat, 
wait till you get a load of the game's, shall 
we say, generous CG cinemas, where the 
developers make ample use of the girl's 
most impressive attributes. The music, too, 
is very, very good. 

As a fan of the comic, I'm on the fence. A 
quick port onto the willing Dreamcast or 
N64 and Danger Girl’s problems would all 
fade away, so I'm a bit unhappy that neither 
is in the works. On the other hand, I'm glad 
that the franchise is getting the recognition 
it so deserves. Perhaps we’ll all meet again 
sometime in the future on better hardware. 
GR 
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Levels! Yabble da 
has engineered a pe 
ronments. From the 
Falls to the high-wi 
Pro Skater 2 pushes 


Levels! Yabble da 
has engineered a pe 
ronments. From the 
Falls to the high-wi 
Pro Skater 2 pushes 
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bv Tom sTnnTTon 


Even better than the original, this incredible skate-boarding game 

mil continue to. mm even the omL hardcore skater 


P ro Skater 2 is a game that delivers endless progression for a 
player, something that I don’t think has been correctly exe¬ 
cuted in any game since Street Fighter II. And even though as a 
gamer you might find a deep attraction to the responsive controls 
and tricked-out play mechanics, you need to be a skater to really 
understand how far Neversoft has gone to create a bona fide 
experience. A quick example for skate fans: Holding the trigger 
button while olliing will result in a nollie. Slide into switch stance 
and preform the same move and it becomes a fakie ollie! This is 
but one of many amazing specialized nuances. 

To start, the front-end menus are easy to navigate through, con¬ 
sidering the amount of customization you are allowed to survey. 
And I’m not just speaking of the obligatory ability to switch your 
character’s outfits. You can, but there is so 
much more. Probably the most intensive 
option is the ability to completely reconfig¬ 
ure your skater’s moves. Granted, you real¬ 
ly don’t need to when playing the game the 
first time out, because the developers have 
made a good balance of creating individual 
styles for each character. So learning how 
to chain combos with the preset commands 
will help you logically replace new moves 
once you’ve become comfortable with 
your skater in a level. 

dabble. Again, Neversoft 
collection of envi- 
infinite antics of Mullet 
the high-wire act in Philadelphia, 

2 pushes the player to achieve a 
status once thought impossible. Whether 
designers made this intentional or not, ini¬ 
tially players will commit to wiring a solid 
line of tricks in a particular level. For me it 
was level two, the school. But slowly I 
became more interested in other levels and 
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■ LEVELS EERERRTE nRTURRL PROGRESStOR 

■ Rinmnnons rrd frrpie rrte rre spiooth rro roek solid 


Awesome game on every level 


——— 


or persons not related to the game for a good long while. Neversoft 
even went so far as to include a few examples of custom levels to help 
stimulate creative energy. And since I brought up stimulation, now is as 
good a time as any to mention music. With a collection of punk, rock 
and hip-hop, each song does the job of adding excitement and energy 
to a skate run. 

So is this game better than the incredible original? Here’s my 
provocative answer: I believe that Tony Hawk’s Pro Skater 2 is the best 
game of all time! There, I said it. I say it with passion and I’ll continue to 
believe it until another game can fascinate me as much as this game 
does. I can play the same level for weeks and still freak out on what the 
game allows me to do every time I play it. gr 


somewhat graduated from my pioneering 
lyceum to establish stronger lines and more 
outstanding combos in levels like Venice. 

Earlier I made a reference to Street Fighter 
II. Many of you know the game and have prob¬ 
ably invested some good time with it. Those 
who really studied it were able to link combos 
stretching into the double digits, but for some 
reason the simple three or four hit combos felt 
best. The same is true for Pro Skater 2. Even 
though you can tether a combo well into the 30s or 40s, it is the two- to 
five-step combo that really looks clean and feels great. Not to mention 
that combos can now be rated as “perfect” or “sloppy,” so finding your 
best landing position is clearer when completing a small, tight string of 
tricks. 

No way will I be able to convey everything that makes this game so 
engaging, the many innovations and additions that make it superior. 
Just scratching the surface are the two-player modes. Now players can 
choose from about five play modes. Two additions from last year are 
Free Skate and Tag, though the most fun has to go to Graffiti mode for 
the second year in a row. The competitive nature these two-player 
games elicit is just as intense as a one-player game. 

Now throw in a crazy cool level editor and it’s a guarantee that who¬ 
ever is playing Tony Hawk 2 will probably ignore any responsibilities 
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Naughty Dog says ooodbye to Crash 

license in u/htmt tn be capable 


N aughty Dog’s still mum about what’s brew¬ 
ing in its PS2 development lab, but as long 
as it’s not Way of the Warrior 2, the result will 
certainly justify the abandonment of one Crash 
Bandicoot: platformer god, kart racing king, 
PlayStation icon—and now, under the direction 
of Eurocom, party-game contender. 

Crash Bash is designed to encase the tone 
and personality of the Crash Bandicoot universe 
in a collection of several completely different 
arena events. As with any game in the genre, 
Crash Bash is at its best with the human dynam¬ 
ic sitting next to you for rounds of verbal spar¬ 
ring and heated competition; a friend can even 
jump into the adventure mode to aide you in 
unlocking all the boards. Trophies, gems and 
crystals are collected for access to boss battles, 
which lead to new areas that add a variety of 
twists to the general set of games, ramping up 
the difficulty level with handicaps. 


From the pogo-stick-hop competition to the 
bumper-ball shootout to the army tank duel, the 
events in Crash Bash are all cleverly designed in 
their simplicity. Some are much more fun than 
others, but they’re all tied together well in the 
single-player competition to keep play addictive 
and challenging. More of an emphasis on calcu¬ 
lated strategy instead of random chaos would 
have been welcome, and a few more levels 
wouldn’t hurt, but most the oversights are saved 
by colorful visuals, strong design and the Crash 
appeal. 

Crash Bash does a lot right, excelling as a sin¬ 
gle-player experience where most games in this 
genre fail, but don’t expect to find a Bomberman 
level of involvement— the kind that keeps you 
and your friends locked away until exhaustion 
sets in. Do expect to enjoy seeing Crash Bandi¬ 
coot back in action again, in an unexpected but 
welcome forum, gr 




rn GRRG some ERIE nos RRO IdRTCR THE HOURS O/SRPPERR 
GIVE me mORE RREORS RRO mORE CORTROL 

While it doesn’t have the fit and finish you’d expect from a crash game, this is 

STILL AN EXCELLENT PARTY GAME. 
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N ote to development community: bold story telling 
does make a difference in a first-person shooter. In 
this uniquely engaging follow-up to the highly accom¬ 
plished Medal of Honor, the purpose of each mission is 
compelling and detailed, lending an uncommon convic¬ 
tion to the pounding action. Based on actual accounts of 
World War II, the game’s fiction intertwines with a grip¬ 
ping reality that sweeps us into its densely atmospheric 
battlegrounds. 

As a top member of an underground French resistance 
movement, it is Madam Manon’s job to infiltrate Nazi 
strongholds and carry out several orders per mission: 
sabotage enemy equipment, protect ally 
secrets, gather information, meet with 
contacts. Priority No. 1 is wiping out 
the enemy soldiers quickly and 
efficiently. Head shots 
are the only guaran¬ 
tee of a clean, quiet 
kill, but in the 
flurry of a heated 
crossfire, a hap¬ 
less target 


up getting pelted on the limbs and torso, collapsing to 
the ground while he tries to crawl away-the prime 
opportunity for that head shot (this game is brutal). 

The animation routines are graphically convincing, 
working with an extraordinary use of sound and excel¬ 
lent environment design to build situations that can bor¬ 
der on the disturbing. In one of the game’s best levels, 
blithe German wartime music floats through the night¬ 
time air, contrasted by the distant shouts of Nazi soldiers 
and the piercing crackle of weapons fire. It’s a setup that 
would be fitting for a World War II movie—the develop¬ 
ers have a keenness for cinematic design sensibilities— 
and here we are a part of the action. 

Oh, if only all the grand design ideas were unchained 
on better hardware. Medal of Honor: Underground 
valiantly plays out on a tired PlayStation, excelling in 
several regards, yet there is just so much more that 
can—no, needs to be done with the Medal of Honor 
theme. And the game derails towards the end, veering 
into supernatural lunacy that made me wonder if there 
was some mass creative meltdown during the final 
stretch of the project. Still, the game is able to pull out of 
the rough spots for one intensely involving ride, gr 
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' GAME HAS MOMENTS OF TRUE INSPIRATION. IT DESERVES TO BE LIBERATED ON BET- 
HARDWARE. 


This 
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developer insomniac 



to dbul heights. 


bv enoav /=iecmtefi 


a few of his friends for support, Spyro soars to 

i It’s the. test. gam 0 //? tlrn series. 


In one of the many mini-games that are uncovered 
in the main worlds of Spyro: Year of the Dragon, a 
whimsical little ice dancer is practicing her routine, 
but sharing the ice with a hockey team proves a nui¬ 
sance when the players want nothing more than to 
send this little cutie crashing to the ice. She requests 
your assistance, and if you’re able to fend off the 
charging behemoths, an egg—many are scattered 
across the land, to be collected for access to later 
areas—becomes your reward. When I played this 
sequence, I couldn’t hold back the laughter, and I got 
the sense that Insomniac wore the same smiles when 
they envisioned it. Like the rest of the laughs in the 
game, its humor is sly and smart in its subtlety, and 
like the look and mood of Year of the Dragon, so 
charming. 

Spyro the Dragon’s greatest strength has always 
been in its delightful, colorful presentation, and this 
third adventure is the best yet. While the game could 
be accused of treading over familiar territory, there’s 


still such an overwhelming energy of creativity and 
personality and skilled craftsmanship flowing 
through Year of the Dragon that I was once again 
caught in the designers’ spell. 

Spyro hasn’t been given any new moves, and his 
gameplay objective hasn’t changed much—collect 
valuables, glide, run and jump, charge and spit fire— 
but Insomniac added the effective element of addi¬ 
tional playable characters to add more variety and 
interesting predicaments. Spyro is still the star of this 
creative show, but the four critters that pop up in a 
few of the game’s worlds are cleverly integrated and, 
admittedly to my surprise, a blast to play; any of 
these characters could carry his own game. 

Insomniac has proven with each game in this series 
that they are at the top of their game, dipping into the 
PlayStation’s visual paint box with glowing results. 
With a clumpy, angular, cartoon simplicity, the char¬ 
acter designs are unique and perfectly appealing 
CONTINUED ON PAGE 126 ► 
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Yeah, yeah, so what if it’s not that much of a change from the last game. Still 

THE BEST IN THE SERIES AND MY FAVORITE 30 ACTION-PLATFORMER ON PS. 
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Sticking to the formula of the original, MML2 is a solid, lighthearted adven 

TURE THAT SHOULD BE A HIT WITH FANS OF THE FIRST. 
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Mega Man faces a vast new wo rid and mysteries from the past 

iii his [etum to 3IL ' 


T he blue bomber busted out of his 2D con¬ 
fines a few years ago in Mega Man Legends, 
and now he’s back for more. Mega Man Legends 
2 is bigger and better than the original, if only 
by a small margin. To be brief, if you liked the 
first MML, you’ll like this one. If you didn’t, then 
you’ll want to pass. Capcom is sticking to the 
same action-RPG formula as the first game, as 
Mega Man explores numerous ruins and blows 
the scrap out of hordes of angry Reaverbot 
mechs. 

The main enhancement to MML2 is that it’s 
much more open than its predecessor. Instead 
of being confined to a single island with one 
city, Mega Man, Roll and company get to 
explore an entire world, filled with tons of char¬ 
acters and vast new environments. Gone is the 
stone-and-concrete look of before; each level, 
including underwater ruins, a snow field and 
Middle East-inspired volcanic chambers, has its 
own distinct look. The environments sport bet¬ 
ter, more natural-looking textures, while the 
cartoon feel has been retained. Backed by an 


intriguing sci-fi story that delves into the char¬ 
acters’ pasts, and good, if lighthearted, voice 
acting, MML2 often seems like a fully control¬ 
lable anime. 

In most other regards, the game plays just 
like before. There are still tons of power-up 
items, and the control is identical. On the bad 
side, the questionable underground draw dis¬ 
tance is back as well. 

The biggest problem, however, is that the 
heavy diet of dungeon exploring can get pretty 
tedious. Despite a few mini-games (such as rac¬ 
ing and a strange quiz game), MML2 just feels 
like it needs more than searching and blasting 
(maybe stealing bosses’ weapons or some¬ 
thing...that’s a hint, Capcom). It’s still a solid, 
fun title, but it’s not quite legendary, br 
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T he Legend of Ze(da: Majora’s Mask is a marvelous 
adventure, brimming with enchantment and rich visu¬ 
al fantasy. Like The Legend of Zelda: Ocarina of Time, the 
power of the game is its ability to reach into our imagina¬ 
tions, delighting us with strange and wonderful sights. 

While the game bears a familiar Zelda aesthetic, an 
unexpectedly dark tone has been tapped, bubbling up the 
moment we are introduced to the world of Talmina. Link 
awakens from a dreamlike trance, witnessing the abduc¬ 
tion of his trusted Epona. His precious Ocarina is also 
taken, and the thief escapes into the shadows of the for¬ 
est. Link takes pursuit into a cave, where he is cursed and 
manifests as a Deku Scrub. The mysterious assailant 
taunts Link, leading him into the Clock Town, where he 
meets with the Mask Collector, a bizarre, spindly man who 
carries a massive assortment of rare masks draped on his 
back. One of these masks, known as the Mask of Majora, 
was stolen by Skull Kid, the young boy who accosted Link. 
The mask harnesses unimaginable powers, and Skull Kid 
has called upon its magic to summon the moon to plum¬ 
met from the heavens and destroy Talmina. 


When the Mask Collector lifts Link’s curse, he 
requests in return that Link travel the land to locate 
the Skull Kid and retrieve the stolen mask. Only 
72 hours remain before the moon will bring its ./jm 
apocalyptic destruction, but with the M 

immediate retrieval of the Ocarina, ^ ’n I 
Link can repeatedly travel back to 
day one to continue his search. A \ \v \ 

Clock Town serves as the a 
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copter petals; a Goron, which has boulder-crushing strength and the 
ability to roll into a spiked ball; and Zoro, an elegant creature that 
swims with a dolphin’s grace and speed. Other masks can also be 
found, imbuing Link with such strengths as increased speed and 
jumping and the ability to attract fractured fairies, but these masks 
are not necessary in completing the game. Locating the most impor¬ 
tant items is always a challenge, and careful attention must always be 
paid to the passage of time, because many events unfold only after 
the sun has set or another day has passed. This is certainly one of the 
more unique gameplay ideas in a long time. 

In japan, Majora's Mask was considered a side story, and I must 
admit that i had low expectations for what was also the first Zelda 
game with little input from the great Miyamoto. What a surprise it was 
to discover a game wholly worthy of the Zelda name, or 


game’s central hub, offering shops, conversation, games and a few 
important puzzles to solve. On the outskirts of town lie four main 
| dungeons, hidden in the mountains, ocean, desert and sea. 
I Before Link can enter a dungeon to retrieve the guardian spir- 
r it, all sorts of complex puzzles must be solved and deeply 
involving tasks completed at villages, hideouts, caves and tem¬ 
ples. The intimate setting of Majora’s Mask is a complete, com¬ 
pelling place for exploration, a fairy-tale land sprung to vivid life. 

Staple Zelda items like the Lens ofTruth, arrows and the hook 
I shot are located in dungeons, granting Link deeper passage into 
I previously explored territory, but the centerpiece of the game- 
I play stems from the power of three individual masks that trans- 
1 form link into a Deku Scrub, which allows him to shoot out from 
I flowers and glide across long distances with the lift of heli¬ 
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Dreamcast 


PlayStation 


Why would a snowmobile racing game surround you 
with pleasant bird chirping noises? You’re supposed to be 
riding machines that 
growl with a deafening noise and 
you’re supposed to be wearing thick 
helmets; you’d be lucky to hear a 12- 
gauge go off. 

More questions arise while playing 
Polaris SnoCross: Why does the com¬ 
petition ram into you with unchecked 
aggression, catapulting your stiff, 
stick figure of a body head first into 
the snow? This isn’t Destruction 
Derby. And why do the engines sound 
like vacuum cleaners being lifted off 
the carpet when you enter tunnels? 

Why does the muddy snow kicking off 
the treads look like popcorn? Why do 
the snowmobiles feel like wobbly 
futuristic space ships. Are those rid¬ 
ers with the Karateka-inspired anima¬ 
tions doing tricks or trying to punch 
you off your sled? And is that moun¬ 
tain range in the background sup¬ 
posed to look fractured and pixelated 
to simulate an effect of crusted ice on 
goggles? 

Maybe when this hits the reject bin 
at Blockbuster, you can buy it with the 
change left from your movie rental and 
have fun coming up with some ques¬ 
tions of your own. GR 
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review by c. hoffman • dev/pub: capcom • avail: november 


Mega Man has finally arrived on the N64, but his debut is far less than spectacular. 

For whatever reason, instead of making a new adventure, Capcom has opted to port the 

two-year-old PS game Mega Man Legends 
and retitle it Mega Man 64. So if you’re 
going to port an old game to superior hard¬ 
ware, the least you can do is enhance it, 
right? Well, apparently Capcom doesn’t 
think so. This version is actually more 
flawed than the original. The frame rate is 
actually choppier at times, and the voices 
aren’t quite as crisp. Other aspects, like 
the character models and the textures, are 
identical, save for the trademark N64 blur 

effect. Worse, the massive draw-in and pop-up hasn’t gone away. The controls are a problem 
too. While I’m very thankful they included digital as well as analog controls, they could have 
made better use of the buttons; you now have to hold both rotation buttons to lock-on to ene¬ 
mies, which means it’s impossible to circle-strafe. The game is still somewhat fun and charm¬ 
ing, but why get this when Mega Man Legends 2 is already available? Outside of the Wonder- 
Swan version, this has to be the worst Mega Man game out there. GR 


SILEHT SCOPE 

review by s. akinnuso • dev/pub: konami • avail: now 


POLRRIS SnOCROSS 

review by b. fiechter • dev: vicarious visions • pub: vatical • avail: now 


There’s something to be said for a gun game that creates 
such atmosphere and tension, it converts non-gun-game 
fans like me into NRA preaching fools. 
All this, of course, from an arcade 
port that’s so solid, you don’t even 
need the gun to play it. Konami’s PS2 
Silent Scope is all about atmosphere. 
Using the shoulder R buttons to dis¬ 
engage your sniper sight, and the 
analog to navigate your rifle’s nozzle, 
the control is so well-honed that you 
forget the original arcade’s insistence 
on the faux rifle. With such varied 
missions as swiftly silencing heli¬ 
copter pilots, maniac terrorists on 
football fields, and mobsters dis¬ 
guised as hostages, Silent Scope is 
the arcade-perfect shooter faithfully 
ported to PS2, and the most fun I’ve 
had with a game like this since Time 
Crisis. GR 


_ 


www.gamersrepublic.com 

















































































AA76S1841-00 




»■ 

I ^Mi 

\ 


• Sony * Nintendo 
♦Sega * PC CD-Rom 

i mi!i!i mi mu ii 


published monthly by: MILLENNIUM PUBLICATIONS INC. GRAF 


TOP miN : styto (TOO%) 


COOL BORROERS 3001 


review by s. akinnuso • dev: idol minds • pub: sony • avail: now 


JL C 


Admittedly, this series has come a long way since the 
abysmally sluggish Cool Boarders 1 & 2. Idol Minds (the 
developers who took over after UEP Games) deserves a pat 


on the back for making gravy out of what I considered basically over-hyped 
poo. Cool Boarders 2001 is now, at least, playable. Controls are more respon¬ 
sive (you no longer navigate turns by pushing so hard to the right or left that 
your thumb bleeds), feeling more arcade-oriented than a weak simulation. 
There are new trick animations during the quick race and Career modes, and 

taking a nod from Tony 
Hawk, there’s now a noti- 
cable play difference 
between boarders. Feeling 
is justifiably determined by 
skater attributes, and not 
by awkward programming. 
All these are decent addi¬ 
tions, but there’s not near¬ 
ly enough here to warrant 
a look—especially with 
the mighty SSX drawing 
comparisons on PS2. C 5 R 


CHtimPIOnSHIP SURFER 


review by s. akinnuso • dev: krome • pub: mattel interactive • avail: now 

Newly formed Mattel Interactive came out of the gate run¬ 
ning this year with a lineup of games for every console, but 
the most polished, and perhaps most interesting, goes to the 


rough-looking, strangely appealing, but mercilessly difficult, Championship 
Surfer for the Dreamcast. There’s a worthless tutorial that helps little in figur¬ 
ing out exactly how the game is played, but your surfboard (once you figure 
out the timing for mount¬ 
ing it) controls with brisk . . 

precision as it dances on 


the crests of 20 foot 
waves. Surfers may scoff 
at the often jerky physics. 
More confusing than not, 
the game’s difficulty and 
exoticness seem to cater 
to surfers first, casual 
gamers second—a slight 
oversight by a company 
new to gaming. Yet there’s 
an awkward logic to con¬ 
trolling your stick and cut¬ 
ting the waves. Mattel’s 
surf sim (with an easier 
arcade mode for novices) 
tries hard to be true to 
some feeling of surfing, 
perhaps sacrificing too 
much of its solid gaming 
potential. A rental at least, 
Champion Surfer is a time 
gobbler with payoffs sat¬ 
isfactory only to the per¬ 
sistent. GR 


review by b. fiechter • dev: biitz/majesco • pub: hasbro • avail: now 

Almost twenty years ago, Coleco introduced miniature, table-top arcade units housing such games as Frogger, Pac-Man, and Zaxxon. 
I was a proud owner of the entire collection-schoolmates loved me-but my very favorite was the transfixing Frogger, in which a frog 
jumped on logs and alligators and hopped across traffic-infested streets to get to the other side. 


My, how things have changed. But despite where we’ve come and where we’re going, those nostalgic memories are always going to lead developers 
to hold on to the classics. So here we are with Frogger 2 on Dreamcast, and the game goes something like this: a frog jumps on logs and alligators and 
hops across traffic-infested streets to get to the other side. And this being Frogger 2 for the new millennium, the frog also avoids boulders, fire, pits, 

spikes, monsters, machinery, has a dou¬ 
ble jump, slides down slopes, gets 
dropped into a factory and a jungle and 
a backyard, interacts in bright, colorful 
environments and performs a good bit 
of platforming duties. Makes you 


remember just how much fun perpetual- 
reflex and pattern-based gameplay used 
to be. GR 





















































metal walker dev/pub: capcom • avail: november reviewed by 
chris hoffman 

At first glance you’ll probably think that Metal Walker is just another ripoff 
trying to capitalize on the success of Pokemon. And to some extent you’d be right. 
Though Metal Walker deals with robots (not monsters), the graphics, characters and 
game design seem like they were torn straight from Nintendo’s phenom, right down to 
a metal ball that yells “Piki!” However, you don’t collect other robots. Instead, you 
explore the game trying to find elemental Core Units to evolve your robot. Combining 
these units gives your robot new abilities so that you can jump gaps, destroy obsta¬ 
cles, or travel through water, and the game world slowly opens up as you gain new 
powers. Another unique feature is the billiards-like battle system where you bounce 
off walls and into enemies to damage them. Not quite turn-based and not quite real¬ 
time, the fighting is unlike anything else and requires a good deal of strategy. Unfor¬ 
tunately, the emphasis is mostly on the combat, so the far-too-frequent battles get old 
quickly, while the writing and quest seem more like afterthoughts. The great mech 
designs and evolving concept almost get lost in the tedium. C+ 


Kirby s Tilt n’ Tumble dev: hal • pub: nintendo • 
avail: december previewed by chris hoffman 

The technology behind Kirby’s Tilt ‘n’ Tumble is just incred¬ 
ible. Who thought that waving your Game Boy around could be so 
much fun? A cross between a platformer and a pinball game, the lat¬ 
est adventure for Nintendo’s pink 
puffball actually has players con¬ 
trolling Kirby by tilting their Game 
Boys with a motion-sensitive car¬ 
tridge. The physics feel great; 
more you tilt, the faster he’ll 
and you snap the GBC upward 
jump. It actually feels like 
controlling a real object rolling 
around in the Game Boy! As for the 
gameplay, it’s up to players to 
guide Kirby through several levels 
of enemies and obstacles 
and just make it to the end 
(and defeat any bosses that 
are lingering around). 

Although it’s unclear if Kirby 
can steal enemies’ powers, 
he can definitely transform 
into a flying balloon Kirby 
for a limited time where he 
can shoot down his foes. 

Leave it to Nintendo and 
Hal to come up with some¬ 
thing as wild as this. 


GAME BOY 

CcioR 




studios • pub: crave • 

november previewed by chris hoffman 

Crave’s hit UFC game is being shrunk down for 
Boy Color. Featuring all the authentic UFC styling that made the 
DC version so good, UFC goes portable with Championship, Ver¬ 
sus and Survival modes, and eight real-life fighters: Tito 
Kevin Randleman, Frank Shamrock, Eugene Jackson 
Lidell, Guy Mezger, Pedro Rizzo and Evan Tanner. 
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dragons lair dev: digital eclipse • pub: capcom • november reviewed by chris hoffman 

What the bloody heck happened to Dragon’s Lair!? While it’s always been arguable that Dragon’s Lair is all 
looks and no gameplay, that’s never been more true than with the Game Boy version. Last issue I was 
singing the praises of how well they amazingly re-created the game’s gorgeous FMV, and while that still holds true, 
they forgot to add anything else. You probably already know how Dragon’s Lair plays: you watch for onscreen cues, 
then hit the appropriate buttons. Do it quick and correct and you succeed; do it wrong and it’s to the underworld for 
Dirk the Daring. However, in this version of Dragon’s Lair, you can either play a tutorial mode with onscreen com¬ 
mands, or the full game where you simply have to guess. Though the controls are forgiving, you get no continues, 
and when you die, you reappear at another random part of the game, so you hardly get a chance to learn the com¬ 
mands through trial and error. Could you imagine dying in Mario and reappearing in another random level? File that 
under “Lamest Ideas Ever.” To be honest, I thought (and hoped) I was playing an incomplete version of the game. 
Great to watch, but unplayable. C- 
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perfect dark dev: rare • pub: nintendo • avail: now reviewed 
by chris hoffman 

How do you take one of the most celebrated N64 first-person shooters 
and turn it into a decent Game Boy cart? By putting it into top-down 2D and borrow¬ 
ing a few tricks from Solid Snake, that’s how. Part action shooter and part stealth 

adventure, Perfect Dark suffers from a 
bout with multiple personality disorder 
but still manages to be varied and fun. 
The core of the game consists of running 
around and shooting down enemies 
with a variety of weapons while com¬ 
pleting various tasks, but often you’ll 
have to sneak around if you don’t want 
to be gunned into pieces, so learning 
patterns and employing strategy is a 
must. Unfortunately, one of the game’s 
flaws is that this turns into guesswork 
since you can’t scroll the screen like you 
can in Metal Gear, and a blunder can 
cost you big. Graphically, the game 
is exceptional, and the audio (com¬ 
plete with digitized speech) is also 
good, plus, the game is filled with 
mini-games such as a driving level 
and first-person Operation: Wolf- 
style shooting areas. What’s more, 
this game makes use of just about 
every peripheral and feature for the 
GBC, including the printer, link cable 
and rumble technology. Joanna 
Dark’s Game Boy Color adventure 
obviously doesn’t match up to the 
might of its N64 counterpart, but it’s 
still decent in its own right. B 
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sf rush 2049 dev: handheld games • pub: mid¬ 
way • avail: now reviewed by chris hoffman 

Why they decided to call this game San Francisco Rush 
2049 I do not know. Having very little to do with the coin-op of the 
same name, this game is a stripped-down RC-style 3/4 overhead 
racer without any of the thrills of arcade racing. The action is extreme¬ 
ly basic without any 


weapons to spice things 
up, and only a handful of 
turbo boosts propel you to 
the finish line faster. The 
graphics of the ten cours¬ 
es are extremely plain and 
look like something that 
should have been on the 
Game Boy a decade ago, 
and the music isn’t any 
better. It’s also very 
annoying that instead of 
saving your 
progress to a bat¬ 
tery, you get pass¬ 
words for each 
new track you 
open up, which 
need to be re¬ 
entered every time 
you play. And 
would it have 
killed them to put 
in a map? Racing at 
its most substan¬ 
dard. C- 


TIME 

0 : 03 1 

1 0 

CP 2 1 

SPEED 

1 04mph 

LHP 1 

POS 10 
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the little mermaid II: pinball frenzy dev: left field • pub: ninten¬ 
do • avail: now reviewed by chris hoffman 

I realize that cute, kiddie games aren’t usually the stuff we cover in Games 
Mobilized, but The Little Mermaid II: Pinball Frenzy actually came as quite a playable 
surprise. As far as pinball games go, this one is actually very good. The program¬ 
mers at Left Field really went to town, including all the bells and whistles you’d hope 
a game like this would have—lots of loops, multiple flippers, multi-ball play, and 
plenty of targets to aim for. The scor¬ 
ing/bonus system is very deep, physics 
are excellent, and even a multitude of 
mini-games are included. The trademark 
Disney aesthetic also shines through, 
with majestic, colorful boards featuring 
the characters from the films. Even the 
movie music is included, if you care 
about that stuff. I just wish there were 
more than two boards. Nonetheless, 

Pinball Frenzy is solid, relaxing fun. 

Besides, any game with a chick wearing 
nothing but seashells can’t be all bad. B 


RUMP 1 X 



naenana dev: digital edipse • pub: nin- 
avail: now reviewed by chris hoffman 

. — hoping 
that Alice in Wonderland 
would be another game 
from Nintendo that, like 
Pinball Frenzy, transcends 
age with its gameplay. 

Unfortunately, that’s not 
the case. Obviously 
aimed squarely at 
younger players, AIW 
combines platform action 
with adventure elements 
and mini-games that 
aren’t bad at all but aren’t 
particularly engaging either. 

AIW is standard 2D stuff - jump 
on enemies, hop on moving 
platforms, collect all the icons 
and move on; that we’ve all 
seen before. Eventually, you’ll 
reach a central hub where you 
have to find specific objects hid¬ 
den in each level to open up 
new areas, but that doesn’t add 
much either. On the other hand, 

the graphics are very good - extremely colorful and detailed - and even 
feature warping backgrounds and reflections in the water. The ani¬ 
mation is also quite nice, and the music borrows from the Disney flick 
(you’ll have Mad Hatter tunes running through your head for a week if 
you play it). It all boils down to a game that’s a great gift for little Sally 
but doesn’t offer a lot for gaming enthusiasts. C+ 































































Control up to 
3 characters at once. 


Battle more than 
100 types of monsters. 


Games are for kids, 
attles are for warriors 


Cross mountains and 
oceans in your quest. 


Dragon Warrior® is back! One of the all-time best selling game series 
returns in an all-new edition for Game Boy® Color. Dragon Warrior I & II thrusts 
you into a world of thrilling action. And with two complete classic RPG games 
crammed into one Game Pak, it’s the ultimate warrior epic. 

The adventures begin as you explore the land of Alefgard, conquering 
monsters and collecting treasures as you try to defeat the evil DracoLord. 
Succeed, you will then gather the descendents of Loto and face the wicked 
Hargon who awaits in Dragon Warrior II. 

These incredible journeys begin with a trip to your local game store, but 
where they end is up to you. 


All-new cinematic 
scenes. 
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NBA SHOOTOUT 2001 

by: m. puccini dev: killer game pub: 989 sports available: fall 


NBA UVE 2001 

by: m. puccini dev: ea sports pub: ea available: fall 


gamers 1 republic sports 


NBA ShootOut 2001 has some nice features, but it just 
doesn’t seem to be the all-around package that NBA Live 
2001 is. To its credit, I found that calling sets and plays is 
easier than in Live, I liked the Touch Shooting Bar, which is a 
unique feature to ShootOut that helps determine each play¬ 
er’s shooting range from around the court, and the Create-A- 
Dunk option was amusing. 

I also became a fan of ShootOut’s icon passing and icon 
switching, as it was easy because of the huge, overhead 
icons. And, although it’s similar to that of Live in nature, the 
free throw mechanism in ShootOut is cooler and more chal¬ 
lenging. 

Although graphically Live looks cleaner and more pol¬ 
ished, in the Al 
department, 
both have work 
to be done. 

But in the end, 
I just didn’t have 
as enjoyable a 
time with 

ShootOut as I 
did with Live. 
Still a solid 
game. GR 
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NHL 2001 

by: m. puccini developer: ea sports publisher: ea available: november 


With a variety of options 
and gameplay modes, NBA 
Live 2001 is a great-playing, 
highly enjoyable title. But it’s 
not perfect. 

The seventh incarnation in 
EA’s popular hoops franchise 
includes slight graphical 
upgrades and all the bells- 
and-whistles of last year’s ver¬ 
sion—a one-on-one schoolyard game with Michael Jordan and 
All-Stars from the ’50s through the ’90s, the 3 Point Shootout 
contest, the create-a-player mode—as well as new moves— 
jump-hook shot, fade-away jump shot, up-and-under shot. Also 
new this year is the NBA Live Challenge, enabling the ability to 
unlock hidden attributes and graphical effects by completing 
certain objectives throughout a game and/or season. 

But I found the Al to still be a little suspect in certain areas: 
defenders don’t steal the ball when they should, the CPU-con¬ 
trolled teammates’ rebounding needs help, CPU-controlled 
players don’t take it to the basket when it’s wide open, and I 
don’t think that Jason Kidd would miss three free throws in a 
row. 

With that said, the positives far outweigh the negatives in 
NBA Live 2001 to create a great basketball simulation. GR 


It’s a shame that hockey video games are typically relegated to 
hockey fans, because a lot of people are going to miss out on this 
stunning title. The models in this game have got to be witnessed 
firsthand. The skating movements in NHL 2001 are so fluid and 

sweeping...there 
were times I 
thought that the 
skaters were 
humans, espe¬ 
cially the way 
the uniforms 
crease and bend 


with the player movements. And checking an opponent into the 
boards and watching him crumble to his knees in pain has never felt 
so good. 

Gameplay-wise, EA has included a momentum meter that increas¬ 
es for a team depending on the number of big checks, big shots, and 
great saves being performed. The play-by-play of NHL announcer 
Jim Hughson is absolutely superb, further bringing you into the 
complete gaming experience. 

Got friends? With the new multi-user season play option, there is 
the ability to take on your friends (or enemies) throughout an entire 
NHL season to see who wins Lord Stanley’s cup. With Madden and 
now this, sports gamers are gonna love their PS2. GR 















NFL2K1 screams second-generation in every way, a quality any 
type of gamer will appreciate no matter what system he or she may 
prefer. In less than a year, Visual Concepts has single-handedly 
proven the potential that can be unlocked from the Dreamcast in 
technical ability and have laid to waste any doubt about how effi¬ 
cient the 56k modem can be for its owners. Now this doesn’t mean 
the game will convert non-sports gamers into fanatics of the genre, 
but it will definitely continue to evoke curiosity. 

Ignoring the network abilities for a moment, it is apparent from 
the instant a game is started that NFL2K1 has been retooled with 
countless subtle details to keep the user amazed by its natural look 
and feel. Player models have been smoothed out with added polys, 
and textures have a definite contrast in matte and high-gloss, so 
now shiny surfaces (like visors) generate a mock reflection. And 
like last year, VC has gone through the painstaking process of map¬ 
ping actual player faces to each of the onscreen characters; they’re 
not three-dimensional, but they do blink and make facial expres¬ 
sions. Even the action on the sidelines, like photographers, coach¬ 
es and other players, has been brought to life. Though simple, the 
effect it has is immeasurable in keeping with the authenticity of a 
real-life game. 

Those of you who were blown away by the animation routines in 
last year’s game will go insane with the new vigor experienced after 
hiking your first ball in 2K1. The defensive line will head track where 
the ball is and react not by proximity, but by area of sight. This 
affects the time and speed in which a defender reacts to your 
actions and plays a huge role, especially since the pump fake has 
been integrated into the offensive arsenal. Another example of the 


smart engine is when a defender falls in the line of your run. Your 
player will automatically hurdle the lumbering walrus instead of 
being stopped, running though or tripping over him. 

The difficulty settings are just about the only issue that I am hav¬ 
ing trouble accepting. The default setting evokes a false sense of 
confidence. Blasting through the first eight games can be a breeze 
and victory is often certain within the first two quarters. Bump it up 
one level to the Pro setting, and instantly games become a serious 
battle from week one. If the developers had adjusted the slide bar 
just a bit up in Rookie mode and a tad bit down in Pro, the player 
would have a better sense of understanding when to switch game 
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through menus or play books. I have yet to discover a hindrance 
during gameplay, but I usually head straight into a region with the 
least amount of users. Those of you who have a keyboard can flex 
your smack-typing fingers and pound out text messages back and 
forth as well. 

I can only imagine all of the respect other developers must have 
for this game, just because of the smart manner in which the game 
is scripted. When wearing the critical hat of an analyst, it is easy to 
advise any video football fan, especially those who prefer Sega 
Sports games, to buy NFL2K1, no questions asked. It’s the first true 
example of Sega’s online plan, and it rules! gr 


strategies and unlock a deeper level of gameplay. 

With all of the improvements in visuals and Al, it’s not surpris¬ 
ing that the play mechanics have almost doubled. Simple innova¬ 
tions like a crawling direction meter help to instruct a more con¬ 
trolled approach to kicking the ball. Even cheat tactics have been 
tweaked. I’m sure many of you know and have used the ol’ trigger 
button to try and fake out the other player for a fast five yards. Well, 
do it now and you might trigger your own man to cause the flag. 

Now you might be asking yourself, “How does all this change 
and affect playing the game on SegaNet?” Well, I’ll tell you. Though 
there are slight delays, they are most common when scrolling 
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by: t. Stratton developer: visual concepts publisher: sega available: nowt 
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renderings, makes one pause and wonder, “How much better can it 
get?” (Well, actually, they could attempt to use the faces of real NFL 
players.) The 60 fps running animations are simply flawless. The 
only thing better than watching your small, swift running back or 
kick returner smoothly cut and juke through the field for a huge 
gain is watching the replay of it. 

The inclusion of real NFL coaches and the Ask Coach button in 
the offensive menu is a great addition as he, if initiated, recom¬ 
mends the next play to choose and gives advice like, “No mistakes. 
Let’s run the ball. No fumbles.” Not only can you choose your 
plays by formation, but you can also choose them by key player. 
And what’s more, the plays are named after that person. I play as 
the Raiders, and Tim Brown’s plays all start with his first name — 
Tim Post, Tim Hook, Tim Slant, etc. 

Madden NFL 2001 includes a truckload of added features: Upper 
Deck-brand electronic football cards, called Madden Cards, to col¬ 
lect and use in the game; Franchise mode for the truly diehard 
pigskin fanatic; excellent ambient sound effects; referees with 
articulated mouths and authentic motions; and the inclusion of the 
NFL Europe teams, as well as dozens of classic teams dating back 
to the dawn of the game. As a matter of fact, yes, that is a screen 
shot of the legendary Buffalo Bills Hall of Fame running back, O.j. 
Simpson, getting ready to slice and cut through the murderous 
defense as part of the ’73 Bills (who are in the game because that 
year The Juice ran for a record 2,003 yards...just thought you’d like 
to know). 

__ Is it wrong for 

^ me to already be 
looking forward to 

[ J next year’s install- 

7 - 4 . - ■: g ment and ponder- 

** j**- ing what might be 

► \ included? Perhaps 

' * X _ online play? Indi- 

- y. . . 'i # . v vidual crowd mod- 

-4 1 ~~~ els? More players 

- " and activity on the 

4 ' - sidelines? Or per- 

. haps 60 fps cheer- 

) leaders? gr 


There’s something that bothers me about this game: all this PS2 
power and no 60 fps cheerleaders? What’s the deal here!? 

By now you’ve probably heard or read the high praise and 
acclaim that has been bestowed upon the PS2 version of Madden 
NFL 2001. And justifiably so. I am so enamored with this game that 
when I’m not playing it, I’m thinking about playing it. This is by far 
and away the finest football game ever created. 

The gorgeous graphics, from the player models to the stadium 


MADDEN 2001 


by: m. puccini developer: ea sports publisher: ea available: October 
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It’s true that gamers 
invent creative ways to 
play track and field 
video games because 
of the inherent, 
speedy, frantic button 
pressing gameplay 
controls. I just invent¬ 
ed a new style for the 
control of Konami’s 
ESPN International 
Track & Field swim¬ 
ming event. Having to quickly and simultaneously press the Land R 
buttons, I put my legs together, turned the controller upside down 
and pounded it on my thighs. Sure I received second-degree bruis¬ 
es, but I set a world’s record. 

Directly comparable to Eidos’ recently released Sydney 2000 
Olympics game, IT&F wins the gold with an overall package that 
makes Sydney look like it accidentally slipped and crushed its nuts 
on a pummel horse. 

There are 10 events—javelin throw, 100 meter dash, 110 meter 
hurdles, long jump, pole vault, 100 meter freestyle, weightlifting, 
horizontal bar, trap shooting and rhythmic gymnastics—with the 
best of the bunch being the DDR-influenced rhythmic gymnastics, 


the pole vault and the hori- ( j WRr^-. fH ) ' 

zontal bar. And the trap pgfPB • 

shooting’s control is so good ,y 

that it highlights how truly -V;; 

bad the control is in the Syd- 
ney 2000 event. 

Graphically, the models are "$****■ ' : 

beautiful, clean and seam- £ 
less, running at 60 fps, and jp pp gp , 

some show intricate detailing y bn " r “ a 
such as extreme muscle defi- 1 

nition in the weightlifters’ j 6® 

arms. The camera angles and q 1 | wBg 5 f 

replays are excellent, espe- ■ ^ 

dally the underwater camera j ! fiRSt 
in the swimming event. rSSBt*- V^ vv 

Konami has also added j I W) 

some replay value in the sin- j 
gle-player game by making 

video clips, audio samples . • / ; ^ 

and an expert rhythmic gym¬ 
nastics song available through acquiring a certain number of 
medals. With ESPN International Track & Field, Konami takes its T&F 
legacy and ushers in the PS2 generation in fine style, gr 


POOCH 


by: m. puccini developer: konami pub: konami available: now 


If you were shut out of the PS2 buying frenzy, don’t fret; 
there are some incredible games for other systems avail¬ 
able, including this sleeper title. Do yourself a favor and, 
if you don’t already have it, go out and get the official 
Dreamcast fishing reel controller in preparation for the 
release of this deceivingly fun and addictive game; the 
peripheral adds so much life to playing Sega Marine Fish¬ 
ing. 

Even in this preview state, SMF, making use of Naomi 
technology, will probably end up as the best title the genre 
has ever seen. The experience of fighting and eventually 
reeling in a hammerhead shark is superb, as is watching a blue marlin shoot out of /— \ 
the water and soar into the sunset sky in an effort to free itself from your hook. .LINE,Oil! 

The overall presentation of the game is excellent: soothing music plays prior to a jOE® 
catch and then the frenetic music kicks in for battle; the camera cuts to a first-person 
view as the lure to watch a poor bastard take the bite; an overly excited Crazy Taxi-like 
voice shouts out during the battle; the swarthy boat mate, Masala, helps haul in the 
catches. Another exceptional aspect of the game are the little touches in the envi¬ 
ronments: uncatchable whales and sea turtles swimming by, a scientific robot skim¬ 
ming across the ocean floor, and cars, planes and boats moving about. 

Also, the selection of aquatic creatures is outstanding with stingrays, mako sharks, 
barracudas, dolphin tunas, blue marlins, sailfish, and hammerhead sharks, just to 
name a few. | 

Check back next month for more on this stellar title, including the networking capa¬ 
bilities, extra features and the lowdown on Masala, gr ^- 


Marvelous! 
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SEGA MARINE FISHING 


by: m. puccini developer: wow entertainment pub: sega available: fall 
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Before there was 3D (yes, there was such a time), RPGs 
■ _ were played predominantly in top-down environments. 

The illusion of 3D was created through the use of shad- 
Ml ows, clever collision detection and, of course, proportion- 

al art - The ^ rst notable leap in the protocol came in the 
form of rendered elements, and one of the first games to do it, 
V \ \ anc * we ^’ was ^ on ' c ^ eam,s Shining Wisdom. Masterfully 
Lii,j,j translated and packaged by Working Designs (the then savior 
of the import RPG), the game graced the Sega Saturn in 1996 
and stands as one of the most brilliantly designed labyrinth-style action-RPGs ever. 

Anyone lucky enough to have played the original Legend of Zelda knows the type. Vast 
open areas littered with monsters, villages, castles, kingdoms, and valleys make way to com¬ 
plex labyrinths filled with peril, puzzles, mystery and, finally, a big boss. The first time through 
you almost always discover you need something new to pass, and so exploring you go, seek¬ 
ing out key characters and combing inhabited areas. The amount of mystical items in Shining 
Wisdom was (and still is) an ingenious assortment of tools and tricks, including all types of 
shoes, gloves, claws, mirrors, helmets, orbs, and even a monkey suit. 

The control is unique too. Tapping a button makes Mars gain speed, which can be sustained 
as long as you hold it. In tandem with a variety of attacks and moves, this makes and keeps 
the overworld play deeply engaging. And then, of course, there’s the game’s super-deformed 
look. It’s hard to describe how nicely all of the pint-sized rendered characters and creatures 
animate, but I’ll tell you one thing, I can’t get enough of it still. Shining Wisdom also contains 
one of the finest soundtracks you will ever hear; I still play the soundtrack religiously. 

In a perfect world, the Sega Saturn would have thrived like the PlayStation and would still 
be doing so today. The king of 2D gaming, it’s a shame that modern-day gamers were fooled 
into thinking that 3D was the only game in town. While it is a wonderful medium, it will never 
completely replace the magic of 2D and games like Shining Wisdom. -Dave Halverson 
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HARD ROCK SAVES THE GALAXY! 


Let us introduce you to Black Heaven. Evil aliens are 
ravaging the galaxy! We have a super weapon, but we 
can't active it to its full potential - what can we do? 


iSranlcaptor Snkura - The CloivtffJI 
I Brarricnntor Sakura V.1 - The Clow 

■Pifflj|Uisions V.1 . 

^fcalpisions V.1 . 

ll Visions V.1^. 

Key the Metal Idol V.2 . 

Pokemon - The Po-ke Corral V.21 
Wikcmon - Tf/eWke Corral V.21 
\ pokemon - Hang Ten, Pikachu V.22 
Fokemon - Hang Ten, Pikachu V.22 
flench! Universe Collection - Time 8 

f Trigun - Gun-Ho-Guns V.4 . 

I Trigun - Gun-Ho-Guns V.4 . 

1 Trigun - Gun-Ho-Guns V.4 . 


3x3 Eyes - The Demon Seal V.2 . | 

3x3 Eyes - The Demon Seal V.2 . 

Black Heaven - Stairway to Heaven V.1 
Black Heaven - Stairway to Heaven V.1 
Black Heaven - Stairway to Heaven V.1 

Key the Metal Idol V.3 . 

Milty - Milly at the Zoo V.2 . y 

Mitfy - The Chirstmas Story V.3 
Nanako - fire crackers V.2 
Nanako - Fire crackers V.2 . 3JJBS 
Nanako - Fire-crackers V.2 .... ! 

Sailor Moon - Features Box . 

Tenchi Muyo! - Toonami Version V.1 .. 
Tenchi Universe Collection - Space I V.5 


Fortunately, our boss, 
Layla, found a guitar 
sound that will activate 
our ultimate weapon! 
Unfortunately, it comes 
from Oji Tanaka from the 
barbaric planet Earth, and 
he's given up his band! 






In his youth, Oji was a guitar god for 
Black Heaven, but now he rots behind a 
desk job and his ex-groupie wife has just 
thrown away his last guitar! Not to 
worry! Our super-sexy boss will , 
convince Oji to play again and revive 
his musical dreams! 
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Don't miss the music by John Sykes and the Michael Schenker Group, 

and the great performance by those three really sexy alien girls! And don't blink, 
because the director gave us really tiny parts. What a waste of our wonderful talent! 



























■ r - 1 True a lot of the Japan action is back in the TGS coverage but we’ve got some burning hot new Guilty Gear coverage, 
L/ J the best thing to hit the Gundam Universe since SD action on the SNES, and we show you how to play with your 
2 organ and a PS2 at the same time! 







Rivaled only by Capcom's Street Fighter III series, 
Guilty Gear X is hands-down the most striking 2D ani¬ 
mated fighter you will ever lay eyes on. We fought 
tooth and nail for our playable preview version when 
Arc System Works quietly distributed the three-level 
demo like contraband to the hungry press at the Tokyo 
Game Show. To say that we were blown away by the 
visual wallop this game packs would be an under¬ 
statement. 

Using high-resolution 2D images, Guilty Gear is 
nearly pixel free running on Sega's Naomi board. Char¬ 
acters are cleanly shaded with silky smooth animation 
and constant background effects like clouds of smoke 
and power blasts pushing the hardware, and as 
impressive as the near-cell-like animation is, more 
astonishing are the strides Arc has made to the game 
engine. 

While Guilty Gear X moves only slightly slower than 
the original PS sleeper (to compensate for the 
increased animation), Arc System Works has balanced 
out the madcap combos (yes, you can still do air 
attacks, air/ground dashes, and insane chaining com¬ 


binations) with several gauges that determine Cap- 
com-esque additions like Super Meters, Guard 
Breaks, and your standard life meter. 

In the demo version we have, only Sol Badguy, 
May, and Kai were available and, so far, Arc System 
Works rearranged the execution of many of the 
attacks, changing much of the priority and curbing 
the power levels to facilitate more balanced match¬ 
es. Emphasis has been placed on shorter, more 
strategic chains of moves, as opposed to getting in, 
charging up, and crushing your enemy with those 
familiar button-mashing attacks. Gone now are the 
annoying instant kills, replaced by an engine refined 
to force more attack-based strategies (activate your 
tension meter to use a more powerful version of your 
character with a constantly draining life bar), making 
Guilty Gear X, even at this early stage, one of 
the deepest 2D fighting engines available. 

Full of SNK-like style and Capcom mechanics, 
Guilty Gear X is fast moving towards 
becoming the secret Dead or 
Alive of 2D fighting games. 

One thing is certain after 
playing this demo for nearly 
two days straight: Gamers' 

Republic will follow this 
masterpiece-in-the-making 
every step of the way. 

-s. RMinnuso 


guilty gear x © sammy 2000. 


www.gamersrepublic.com 
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World Republic says “Pretty cool shooter- Sixty-frames is 


America has finally caught a severe case of 
Gundam fever. We’ve been showing symp¬ 
toms for years, but with the advent of 
Bandai’s new Shoujo anime series, Gundam 
Wing, all mech has broken loose. Where mer¬ 
chandise once hung you’ll find empty hooks 
and the Toonami time slot is jam-packed with 
kids of all ages and gender. That said, it’s 
only a matter of time before somebody sniffs 
out Sunrise’s G-Saviour for the PS2, a sim¬ 
plistic though engaging action shooter. It’s 
another new take on an old theme but, for the most part, it works. 

In classic Japanese form, each mission starts with a close 
encounter of the so-cheesy-it’s-cool kind as intel pours in from the 
Lightning Squad—commander Ben; intelligence officer, Asaka; 
and our star pilot, the brave Captain Reed. The levels are pretty 
straightforward: your Gundam walks and boosts while locking 
onto and annihilating stationary targets and rival assault suits. 
There’s the odd timing sortie thrown in, but the level structure 
remains the same. Each assault culminates with a free-roaming 
boss encounter segueing into the real-time cut scenes, which 
exhibit rich skies and beautiful hi-res models. Such fodder would 
normally get tossed into my rainy day pile, but G-Savior’s combi¬ 
nation of a solid control interface, a multitude of beautifully mod¬ 
eled Gundams, and smooth 60-fps action makes G-Savior a highly 
playable affair. 


Not nearly as cumbersome as Armored Core and only slightly 
less nimble then Gungriffon Blaze, for a third-person shooter the 
handling of the mechs is excellent. If Sunrise had included a quick 
about-face move, the control would be near perfection too. For a 
PS2 game though, I’m not all that impressed. The Dreamcast could 
not only handle this game, but could probably do it better. Then 
again, the fact that it’s a PS2 game out of Japan where everything 
at least works is an achievement. If one thing puts the whole pack¬ 
age over the top for me, it’s the music, a sweet selection of classic 
Japanese melodies that you’ll never tire of soaking in. Who will 
step up and claim the 
prize with the first Gun¬ 
dam game for the PS2 
remains to be seen. -D. 

HHLVERSOn 


www.gamersrepublic.com 


g-savior © sunrise 2000. 


World Republic 

Monthly Import Game Reviews 
U A°7 'j vO 

A 323-9 1] 


■letsfeTlfefflg - 
























































Dino Crisis raises an interesting problem: do I praise it 
for retaining its original craft from PlayStation, for its 
unmatched cinematic qualities, for the way it presents its 
action so effectively? Or do I follow the critical path most 
are taking when a PlayStation game is transplanted to the 
Dreamcast basically untouched, criticizing it as "just a 
cheap PS port"? 

Screw that last part. Dino Crisis was a remarkable 
achievement on PlayStation, and now that it benefits from 
a solidified presentation, the game is even more intense 
on Dreamcast. Directed by Shinji Mikani, the talented mind 
who dreamed up the Resident Evil series, this is, put sim¬ 
ply, survival horror with dinosaurs, perhaps even one- 
upping the classic zombie apocalypse that is RE. 

Just look at the way the dinosaurs respond to your pres¬ 
ence, crashing through grates and leveling doors, leaping 
across tables, roaring and charging with a wicked aggres¬ 
sion. When they lie on the ground, resting, they struggle 
to get up under their massive weight, which is con 


intelligence. Avoiding 
their attacks is more 
important than mount¬ 
ing an offensive, and 
controlling laser securi¬ 
ty fields to trap them is 
an incredible rush. 

And then there's the 
puzzle solving. Pene¬ 
trating all the lockouts 
in this enormous research facility is challenging and 
thought-provoking, engaging the side of your gaming mind 
that is seldom touched. Every single part of this game is 
inspired and effective, the work of gamemakers who are 
masters of their domain. And, yes, the game is visually 
spectacular, even on Dreamcast. Point all you want to 
those other games that have more polygons, then go back 
to Dino Crisis and pay attention to the beauty of artistry 
and creativity overstepping contrived complexity. 

-B. FIECHTER 


dino crisis © capcom 2000 


www.gamersrepublic.com 










































































Onoeiiponla time. milliosis of i 1111 ocentJPC game fanntics were exposed to 
jHoneioflthe most ViOlent]and(wickedly fierce FPSgames ever. 


related aaime. 




1 r 



*22''"''- ■ \ (1 iy i 

j v M 



: Ilf * > # : fj S 

juii, jf . 

pi 

the father. 


A , 


have been possd to the child. 


nnu«: 

f ■ • * ' 





1 1 h j 

4 .>* 

—.- j 


X/ 







world republic 







sany playstatian E! / P sa \ 


World Republic Preview • developer/publisher konami • available in japan now 




NEVBanRo mania 




It was only a matter of time before Konami got around to making 
a keyboard-based Bemani game 
after Beatmania, Guitar Freaks, 
and Drummania had all proven to 
be very popular in arcades and at 
home. And now that I’ve had the 


chance to sample their latest on PS2, Keyboard Mania, l have to say 
that this is my favorite of the lot. 

Using the included 24-key keyboard, Keyboard Mania plays like 
the other Bemani games in that you’ve got to play notes in time with 
falling bars over various background music. The difference here is 
that there are more notes to keep track of, a greater manual dexter¬ 
ity required to keep up. If you’ve never touched a key¬ 
board, it’s very difficult at first, easily the most difficult of 
all Bemani games, but as you gain proficiency, the game 
becomes hugely addictive. 

And of all the Bemani games, Keyboard Mania has the 
most modern sounding music selections, along with a 
visual style that actually looks at home on the PS2, unlike 
the gaudy and basic Drummania and Guitar Freaks. KM 
has a dark and sleek look, with pleasing light shows and 
graphics during the music. 

-m. HOBBS 

-WORLD JXP .6234.856 BW04 648.318 

Playstation 2 Review 


nmERicnn rrcroe 

GAME BY ASTROLL 


American Arcade is a pinball 
sim that takes you back to the 
romantic era of gaming, back to 
the wondrous days before 
flashy video and...urn...actually, 
pinball back in the '50s and '6os 
kind of sucked. The boards 
were incredibly dull; there were 
no nifty corkscrew loops or 
interactive video displays, no 
digitized sound bites or twelve- 
ball play. Just a basic board, a 
few flippers (yes, more than two 
if you found a snazzy machine!), 
and a handful of slots and 
bumpers to score off of. Grant¬ 
ed, American Arcade re-creates 
this experience very well, with 
five authentic-looking boards, 
true-to-life sound effects and 
nearly flawless ball physics 
(plus old rock songs playing in 
the background to further 
enhance the experience), but 
it's all just so boring compared 
to modern pinball. Even the 
challenge mode isn't exciting 
since all it does is open up more 
uninspired play machines. I'd 
love to see Astroll take the game 
engine and make a modern, 
photo-realistic pinball game 
with all the bells and whistles 
such a game should have, but 
this game is too boring to be for 
anyone but nostalgia nuts. 

-c. HDFFman c- 


FF-TE 
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World Republic Preview • developer/publisher konami • available in japan now 


RED 


To say Konami has a strong PS2 lineup would be the 
understatement of the decade. Everyone knows about 
Metal Gear Solid 2 and Z.O.E., and Silent Hill 2 is next 
on the list, but strategy buffs should also take notice 
of Ring of Red, a turn-based title featuring giant mechs 
and superb production values. Its visuals are, of 
course, technically outstanding, but I'm even more 
impressed by the artistic design. Since the game takes 
place in the 1960s, the mechs are given a unique, 
almost primitive look-a breath of fresh air among all 
the Macross and Gundam copycats out there. 


Konami has also seen fit to bless us with some 
exquisite hand-drawn art during dialogue and story 
intermission sequences. In terms of overall game 
structure, Ring of Red is highly reminiscent of 
Square's masterful Front Mission 3, mixing 2D over¬ 
head maps with fully polygonal battle scenes. 
Unlike in that game, however, these battle scenes 
allow limited interactivity as the player, for example, 
waits for his sniper rifle to zoom in and line up for a 
better shot before hitting the fire button. While not 
a monumental innovation, it does add another layer 
of strategic depth to the pro¬ 
ceedings. RoR has not yet 
been announced for U.S. 
release, but we're hoping 
that Konami makes the right 
decision and translates it for 
an English-speaking audi¬ 
ence. 

-s. Tuomnson 


www.gamersrepublic.com 
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Playstation is a registered mark ot Sony Computer Entertainment, Inc. (SCE) in the United Statesm and / or other countries. These products are neither licensed nor endorsed by SCE. 
(£>2000 All characters, names and items are © and/or by their respective owners. All rights reseived. 
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Gene Starwind roams the frontiers of space 
with an inexperienced crew all the while, 
chased by ferocious felines, and cut-throat 
outlaws...no matter how fast they go, danger 
always manages to catch up to them. 


Outlaw Star 

DVD Collection 1 
• Bilingual DVD 
Episodes 1-9 

SRP: 
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Escanh wiffilaa 

QraqopS^n^^^m 

• Fox K\i\sfier0$mnS 

• English Language VHS 
SRP: 

• Bilingual DVD 
SRP: 


Drawn into aWar§§mrtex with 
the swordsman Van, Hitomi is 
thrust into the strange world of 
Gaea. Chased by the evil Empire 
of Zaibach, Van and Hitomi will 
encounter both allies and ene¬ 
mies in an effort to unlock the 
secrets within Escaflowne. 


GundamWing ^ 

Showdown in Space (V.4) 
Way of the Warrior (V.5) 

• Edited/Unedited VHS 
3 Episodes - 75 min. 

SRP: 

Operation 03 zyyo 

• Bilingual DVD 

5 Episodes -125 min. 

SRP: 


Leading the 
Digital Revolution 

Produced by: 


AVAIL-ABL.B NOW 


Exclusively Distributed by: 


Bandai Entertainment 

PO Box 6054 Cypress, CA 90630 
E-mail: support@bandai-ent.com 














BLACK HEAVEN VOL 7 

REVIEWED BY SHOLA AKINNUSO 

•2000 PIONEER ENTERTAINMENT 

100 MINUTES-ENGLISH DUBBED 

. poo ACTION/SCI-FI/ADVENTURE 

Judging from the tripped-out trailers and hard-rock 
theme, you'd think that The Legend of Black Heaven, 
called Kacho 0 / 7 : Rock Saves The World in Japan, 
would be a hero's quest injected with a fair bit of wail¬ 
ing guitar. Ideally, it's the cartoon-perfect symbiosis of 
music pushing legend. The original BubbleGum Crisis 
did it. So did Robotech . Judging by the description and 
images on the back of the Metallica-cum-anime slip¬ 
cover, Black Heaven, with its ’8os-mired plot to save 
the universe through heavy metal, has all the ele¬ 
ments to be perfect—suitably cool and emotionally 
dictatorial. Remember Ralph Bashki's Rock and Rule ? 

To an extent, Black Heaven: Rock Bottom, the first 
four episodes of the series, is cool, just not in the way 
advertised. 

Oji is the corporate cog in the sold-out machine. 
Downtrodden life. No aspirations. Father to a young 
son he barely knows, the only thing Oji cherishes is 
his guitar, a memoir from his days as the lead singer 
in the Black Heaven band (that too, a relic). When 
petitioned by aliens to produce a song to squash their 
evil enemies, you can't help but get all giddy for that 
moment when Oji reaches the apex of his growth, 
dons the painful rhythm, and plays his heart out to an 
angst-ridden vibe somewhere along "Instruments of 
Destruction,” only, uh, angstier. 

It's during the third episode, after the players have 
been established and the tone set, that your heart 
knows the angst moment ain't coming; that Black 
Heaven isn't the type of toon where melodrama is 
paramount to quirky comedy. Too many jokes have 
passed, too many odd characters have been intro¬ 
duced, and the internally-reflective-mood-meets- 
goofball theatrics seem jarring and far too tilted 
towards silly to be taken seriously. It’s a shame, real¬ 
ly. The hardcore intro of angry strings and pop-rock 
chorus kicks all kinds of ass. 

Still, there's an abundance of style within Kazuto 
Nakazawa's design of the lanky, wholly unapologetic 
Oji. Art and animation are the crisp Pioneer produc¬ 
tion you'd expect from the folks that brought us Lain 
and Sol Bianca. There's a hero's quest of sorts, as Oji 
refocuses his life towards the responsibility of father¬ 
hood. The story plays with heavy themes but fools no 
one. It's all about the laughs. My girlfriend thought it 
was a riot (called it cute). I laughed (grudgingly) 
because, well, it's funny. Still, you can't fault me for 
wanting my angst. With the title “Black Heaven,” this 
should've reeked of it. cn 
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November Deals 



20% off all Art Books 


50% all Beast Wars toys* 
50% off all Microman toys* 


visit us on the web at http:www.planetanime.com 


imited to quantities on hand 
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MAGIC KNIGHT RAYEARTH OVA - VOL 2 

REVIEWED BY CHRISTINA ALEXANDER 

•2000 MANGA ENTERTAINMENT 

60 MINUTES*ENGLISH DUBBED 

ooo 


FANTASY/ADVENTURE 

Coming into the second tape of the Rayearth OVA 
series, one starts to wonder why exactly this series 
was made. This is not to say that it is subpar in any 
way, but the entire series seems to be extraneous after 
watching the original Magic Knight series. Anything 
that comes from CLAMP is, as expected, always beau¬ 
tiful, even if it is a bit pointless. Few series go back and 
try to retell a story by going down a different path, 
which is exactly what this new series of Rayearth is 
attempting to do. Perhaps this anime just allows die¬ 
hard Rayearth fans to revisit Hikaru, Fuu, and Umi and 
follow them on a quest once again. Rayearth OVA has 
the benefit of being succinct and faster moving than 
the original. Fighting and plot twists start almost 
immediately, but I think this causes it to lose a bit of 
the charm of the original series. 

Hikaru and her spirit beast have defeated Alcyion, 
but she was injured while doing so. While lying uncon¬ 
scious on the battlefield, Hikaru is rescued by a dark 
stranger who keeps a wolfish spirit beast with him at 
all times. As Hikaru awakes and realizes that she has 
been rescued, she is forced to confront her savior. The 
strange man forces her to think about why she is wor¬ 
thy of having a spirit beast as a companion. Hikaru is 
under the impression that she needs the power of the 
beast to save the world, but the strange man dis¬ 
agrees with her. He traps her in a maze and forces her 


to find out the real reason why she / / m 

is fighting. / /". " 

Umi and Fuu are convinced / jC j 

that their friend Hikaru is dead, L / ( 

her life given to save their own 
lives. But the fights are not over yet. Clef HpH 
tries to protect the girls to the best of his abil- / 
ity, but their adversaries are much too strong. ft 
Umi and Fuu are separated and they both real- 
ize that their role in the preservation of their Qf"" 
world has just begun. As Hikaru had to battle 
their enemies, so do Umi and Fuu. 

Once again beautiful character design and 
wonderful animation make Rayearth one of ^® 
the best pieces of eye candy on store shelves. How¬ 
ever, so far, the story has become predictable, and the 
change of scenery stagnant. Battles taking place in a 
deserted and partially destroyed Japanese urban 
sprawl have been done since the days of Bubblegum 
Crisis. The first Rayearth series took the girls to anoth¬ 
er world, enabling the scenery to be as whimsical and 
liquid as clouds. The predictability of this plot, howev¬ 
er, really hurts this anime. Unfortunately, many of the 
ideas and themes seem recycled, and it brings about 
the question once again, "Why did they bother to 
make this anime anyway?" Somehow out of the pre¬ 
dictability rises an anime that 
really is worth watching, gr 
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mm VIRGIN FLEET 

Yixl REVIEWED BY SHOLA AKINNUSO 
Iv • fl *2000 U.S. MANGA CORPS 

90 MINUTES’EIMGLISH DUBBED 

I_ BO ACTION/ADVENTURE 

I was in Amarillo, Texas, last week during a five-day 
road trip from my hometown in Washington, D.C., back to 
So-Cal. Texas has the best burgers in the world, but the 
price for them, I discovered traveling through what 
seemed like an endless horizon of scorched ranches and 
grazing cattle, was the overpowering smell of cow shit 
that seeps into your nose, clogs your pores, and stinks 
your clothes like week-old funk. You never adjust, folks, 
and the smell never dies. 

Case in point: I was watching U.S. Manga's Virgin Fleet. 
They say it's a love story, so I'm ready to take this as the 
shojo anime it is, when a character announces through a 
good bit of overacting, the insanity of the plot. There is a 
Navy in this universe, divided between men who are will¬ 
ing to fight (and die) for the protection of the planet, and 
an elite cadre of women who train to use their “Virgin 


Energy” to stand as our Earth's last / / / 

defense. Virgin Energy is, of / / r i 

course, what it sounds like. / t / 

Where Virgin Fleet isn't what it L / | 

sounds like, however, is that Ohji 
Hiroi, creator of this and Sakura Wars, expects 
us to take it all the more seriously than the joke it ^ 
is. The characters bounce from campy Sailor Moon-lsh 
love dilemmas (one of the unmemorable heroines is 
bound to the only male in the cast, but cannot marry him 
until she passes the Virgin Fleet tests of butt-kicking and 
coitus free romance) to goofy tomfoolery (a test piloting 
run for the girls turns deadly as combatants cheat, ha ha). 

There's sexist rivalry between the male sailors and the 
virgins, but it's all absurd. Virgin Fleet , if you're still think¬ 
ing of the analogy, is the manure. U.S. Manga puts out 
such better product than this-check 
MMjSr gi out Grave of the Fireflies if you don't 
believe me-that you question their 
decision to release it. Still, Virgin 
BP**"jB Fleet is the only anime dubbed 
unwatchable by the entire anime 
1 review crew. That's high praise, and 
I worth a star. But only one. gr 


FLINT THE TIME DETECTIVE 

REVIEWED BY CHRISTINA ALEXANDER 

•2000 ADV FILMS 

90 MINUTES*ENGLISH DUBBED 

ooo 


SCm/ACTION 

The doorway to children’s hearts via Japanese animation is still wide open 
and Flint the Time Detective is the latest coup attempt to wrest the children’s 
cartoon throne away from the greedy clutches of Pikachu. Set in the 25th 
century, Flint the Time Detective is a whimsical children’s anime where the 
future meets the past. In the 25th century there is a Bureau of Space j| 
and Time that runs the Time Police Agency. The job of the Time Police is 
to stop time thieves from destroying time as the world knows it. ^ 

Flint Hammerhead is a young boy growing up in prehistoric times with his 
father Rocky. While out chasing dinosaurs one day, their hunt is interrupted 
by an evil woman named Petrafina and her two sidekicks. Petrafina, who 
is a professional time thief by trade, is after a small device called a time \ 
shifter. Unfortunately, Flint and Rocky get in the way of Petrafina’s ™ 
quest for the time shifter, and both of them end up fossilized under vol¬ 
canic lava for the next million years. Flint and his father are uncovered in the 
25th century by two young children, Tony and Sarah. The time that Flint has 
spent fossilized has given him super human strength. The Bureau of 
Space and Time takes an interest in Flint and decides to make him an ' 
official Time Detective. Now it’s up to Flint, Rocky, Sarah and Tony to stop 
Petrafina from stealing all the time shifters. 

Flint the Time Detective is blessedly not another "monster-raising" 
clone, like Digimon or Monster Rancher. Although Petrafina and her 
lackeys seem to be the Team Rocket of Flint, the similarities end there. 

Flint also takes advantage of computer graphics, as small special effects 
have been added by using CGI. The plots are simple and rather inane, but 
as this anime is set to capture the hearts of the younger demographic, ^ 
this does not take away from Flint at all. I would think that most parents 
would just be relieved to see an anime enter their home that does not scream 
Pikachu, gr 
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Three friends discover they “ 
need to change the course ii A VI? A 0 r ;if 
of destiny to save the KAirAJ\ln 

world... and learn that ^ u> " Wl _ A 

faith in one's friendship 
is the ultimate power. 


Manga Video proudly presents 
RAYEARTH, the all-new three part 
action-adventure series based on 
the original manga by CLAMP (X). 

RAYEARTH is a journey into a 
magical world featuring 
extraordinary animation, superb 
design and loads of action... 


VOLUME 1 IN STORES AUGUST 29th. ~ 

VOLUME 2 IN STORES SEPTEMBER 26th. 

VOLUME 3 IN STORES OCTOBER 31th. 
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JF Manga 
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The Ultimate In |apanese 


4.95 SRP IN JAPANESE WITH ENGLISH SUBTITLES 
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Available at 


and fine entertainment outlets everywhere. 
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ONLINE STREAMING ANIME, 
MUSIC VIDEOS AND MORE, 
ONLY AT WWW.SPUTNIK7.COM 


©2000 Manga Entertainment Inc. A Palm Pictures Company. LLC 


Coming Soon on Manga Video and DVD: 
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SAMURAI-X VOL 2 

REVIEWED BY SHOLA AKINNUSO 

•2000 ADV FILMS 

60 MINUTES«ENGLISH DUBBED 

©GO© 


1/2 ACTION/DRAMA 

Okay, there are samurai and ninja and all sorts of downright delicious bits of stylized violence 
that put Samurai X: Betrayal, the dramatic OAV prequel to the legendary Ruroni Kenshin series, 
so far on the “kewl” geek-boy radar that Ninja Scroll and Dagger of Kamui are fighting for space i 
in the limelight. Hell, I've already said that the first part of this series is one of the best roman- l 
tic-era themed ninja anime ever made. With a style that can only be called visual poetry, direc¬ 
tor Kazuhiro Furuhashi splices bloody violence with gorgeous golden sunsets and rose petal 
memories, cuts scenes of tranquil gardening and quiet thoughts with abrupt decapitations and y 
sudden impalings. The effect is as disconcerting as it is lasting. I could go on about how __ ^ 
Samurai X: Betrayal, on the surface, has the visual feel of Kabuki play—all style 
and inference. But make no mistake. Look a little deeper, past the symbolisms 
and muted monotones of dying characters looking for life, and you'll find that 
this heavy-handed melodrama does better western tragedy than anything cur- 
rently in the theaters. Watching the players move like well-placed chess pieces to the 
climax is Samurai X's joy. You know what's going to happen, and exactly who's going to 
die. The dead-on character designs, expert foreshadowing, and knowledge of how these 
things tend to go tell the more observant viewers everything they need to know. It's that 
love of seeing the elements fall properly in their places, watching the characters go 
through their emotional rounds, that leads to an appreciation of how well-writ- / 
ten the whole drama is, how powerful the admittedly goofier Ruroni Kenshin \ 

series becomes because of it. The final battle scene here, between faceless nin- 
jas cloaked in the kewlness of historical accuracy, gets added weight, not because 
of the exchange of steel (which is excellent), but via the emotional baggage behind the 
clashes. The imagery, all of it, is both mature and beautiful, visceral and disturbing, cap- 
turing the best elements of anime with an ease rarely seen. Get the damned tapes, gr 


LOST UNIVERSE DVD VOL 2 

REVIEWED BY CHRISTINA ALEXANDER 

•2DQQ ADV FILMS 

100 MINUTES*ENGLISH DUB/SUB 

ooo SCI-FI/ACTION 


In this second volume of Lost Universe, it’s all about geriatrics, chickens, and 
angry nurses. What do these three things have in common, you ask? Absolutely 
nothing, other than the fact that all of them cause Cain Blueriver headache after 
headache. If it’s not Milly insulting his cape, then it’s Canal telling him to put on 
womens’ pantihose. Cain, Canal, and Millenia all take on security jobs to help pay 
for the weapons upgrades for Swordbreaker, and the kitchen appliances that Mil¬ 
lenia manages to destroy every time she cooks. 

Their first job lands them in the employ of an elderly couple, along with a trap 
made by a third party who has no small interest in Cain, his psychic sword, and 
\ the Swordbreaker. Their second job puts them in the middle of a battle between 
\ two teams of psychotic nurses hell bent on destroying each other and healing 
\ the wounded. Cain is forced to dress as a woman in order to complete his mis- 
i I sion. What’s left? Yup, you guessed it: chickens. Lots of chickens. Welcome to 
a planet where the people worship our tasty corn-fed, feathered friends. 

Lost Universe has managed to get better ^ 
with this second tape, even though I was | j 

skeptical of its ability to amuse me. I 
should have had more faith in the creators 
of Slayers. By maintaining interesting indi- 

vidual plots without losing sight of the v 1 ^ V ^V 

humor about Cain’s ridiculous cape, this 

series is definitely keeping up with its pre- \ =11 

decessor. gr _ \ j 
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GUNDAM WING DVD VOL 3 

REVIEWED BY CHRISTINA ALEXANDER 

•2000 BANDAI ENTERTAINMENT 

125 MINUTES-ENGLISH DUB/SUB 

ooo SCI-FI/MECHA/A CTION 


The Gundam phenomenon moves onward in the 
third DVD collection from Bandai Entertainment. Gun¬ 
dam has managed to be one of the longest lasting 
and archetypal pieces of anime ever to be produced in 
the land of the rising sun. Few creations have had this 
kind of staying power. In fact, the only other one that 
comes immediately to mind is Dragon Ball. While 
series rise and fall in popularity, and some become 
classics, Gundam has managed to not only become 
classic anime, but to remain insanely popular even 
today. How is this possible? I suppose that human 
obsession with giant robots and mass destruction 
never really dies. And no one really does the giant 
robot shtick better than Gundam. Who really would¬ 
n’t want to see five-mile swaths of land laid to barren 
waste by a shoulder cannon the size of an aircraft car¬ 
rier? As we all learned in kindergarten, the wanton 
destruction of other peoples’ property is fun. 

With Heero believed to be dead, and the Gundams 
effectively rendered useless for the moment by the 
colony shield, the pilots are at a loss of what to do 
now. The best thing is to regroup and rethink their 
strategy. Duo teams up with Quatre and accompanies 
him back to his base of operations. Quatre shows Duo 
the peaceful city that he now calls home, and Duo is 
touched by how united the citizens are. These people 
are willing to sacrifice themselves in order to see jus¬ 
tice done. 

Wu Fei is still fighting his own demons of weakness, 
as he is still convinced that he is not fit to be a Gun¬ 
dam pilot. But circumstances force him back into the 
cockpit. Relena is fighting OZ on her own terms in 
Russia, determined to get back at them and avenge 
her father, much to the consternation of Lady Une. 


Trowa is faced with an opportunity 
to strike at OZ via subterfuge, but 
the attempt may just cost him 
his life. This risk is, however, not 
acceptable to the woman who 
cares for him. 

Gundam is famous for its twisted plotlines, 
political unrest, ulterior motives, and multiple back- 
stabbings. These things are as integral to the series 
as the giant robots themselves. Gundam Wing is no 
different than the others of its kin in this respect, yet 
the one glaring difference between Gundam Wing and 
other Gundam series is that Gundam Wing seems to 
be made with the intention of capturing a larger 
demographic. With the number of female anime 
lovers on the rise, having five handsome young males 
as the main characters certainly gets female atten¬ 
tion. Gundam also manages to keep its animation 
consistent at TV quality, and the mech designs are 
always familiar to viewers who haven’t seen Gundam 
in a few years. I really wonder just how long they will 
be able to keep this up? gr 




























The Magic Knights face off against then 
the invincible Debonair. In order to survive,Hih 
’ to draw upon the relationships they haveformec 
! Cephiro, and even their enemies. With some oftl 
ever used in a TV series, all fivefinal episodes of 


are included on this 


HbRK 2 LIVE 
Kf Dubbed 
'■MKRVD-0112 
W $24.95sb£* 
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iubtitled 
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t\enshin and the others at the t\aorus schoo 
are given the opportunitij to help new friend 
and save lives. However, a group of mati¬ 
ns from the revolution resumed their busines: 
f assassination, and even fenshin maij not bt 
able to face them alone. 

Now Available from AnimeWods DVD for 
onhj $29.95 srp each! 

THE LEGEiVD4RY SWORDSMAN-.RKDVD-2000 

BATTLE IN THE MOONLIGHT- .RRDVD-200I 

THE SHADOW ELITE.RKDVD-2002 

RISE PROPHET-.RKDVD-2003 
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amme top 5 contest 


GRMER5' REPUBLIC EDITORS' TOP 


How to Enter: No purchase necessary The promotional period for this contest begins on October 1, 2000 and closes at the end of the business day on November 15. 2000 ("Promotional Penod") To enter the drawing, send completed entry form to Cen¬ 
tral Park Media. Maze Trivia Contest. 250 W 57th St.. Ste 317 NYC. NY 10107. Entrants must give all registration information and provide correct answers to all the trivia questions to be eligible Drawing & Awarding of Prizes A random drawing wi l be 
conducted from all eligible entries received during the Promotional Period to determine the pnze winners The drawing is under the supervision of Software Sculptors fSS"). whose decisions are final in all matters relating to this contest All prizes will be 
awarded Odds of winning a given drawing depend on the total number of eligible visitors received for this contest. Only one entry per entrant will be eligible to win Multiple entries will be void Prize drawing: Prize winners will be chosen at random from 
all eligible entries The grand prize winner will receive: Maze Vots. 2-8 (shipped monthly). 2nd and 3rd place winners will receive the Maze Collector s Boxed Set 1 (shipped 12/00). In the event you are a winner, you grant SS the right to post your 
name as a winner on any promotional materials without additional compensation to you. No substitutions, cash equivalents or transfers of prizes permitted except at the sole discretion of the SS who reserves the right to substitute a prize of equal or 
greater value in the event an offered prize is unavailable for any reason. Winners are responsible for payment of any taxes on prizes and for any other expenses not specifically described herein Eligibility Promotion open only to all North America 
residents, except employees of Gamer's Republic/Millenium Publications. Central Park Media Corporation and its subsidianes. affiliates and advertising and promotion agencies and their immediate families and individuals living in the same house¬ 
hold as such employees. Promotion subject to all applicable federal, state and local laws and regulations. By participating entrants agree to be bound by these official rules and accept decisions of judges as final in all matters relating to this con¬ 
test Notification: Winners will be notified via phone or mail after the grand pnze drawing is held Limitation of Liability: By participating in this contest, entrants agree that the SS its agents, representatives and employees will have no liability 
whatsoever for any injuries, losses, or damages of any kind resulting from participation in this contest or acceptance, possession or use of any prize that may be awarded SS is not responsible for pnnting or typographical errors in any contest- 
lelated materials: stolen, lost. late, misdirected, damaged, incomplete or illegible entries. If the judges determine in their sole discretion that there is any suspected with this contest, or if technical difficulties compromise the integrity of this con¬ 
test, SS. at its sole discretion, reserves the right to void any entries submitted fraudulently or cancel or modify this contest Sponser SS is the sole sponsor of this contest and reserves the right to modify or end this promotion at any time 


D. Halverson 

1. SIN: The Movie adv 

2. Outlaw Star bandai 

3. Spriggan adv 

4. Gasaraki adv 

5. Blue Submarine No.6 pioneer 


S. Akinnuso 

1. Samurai-X: Betrayal adv 

2. Cowboy Bebop Vol. 21 bandai 

3. Princess Mononoke miramax 

4. Castle of Cagliostro manga 

5. Samurai-X: Trust adv 


C. Alexander 


1. Samurai-X: Betrayal adv 

2. Princess Mononoke miramax 

3. Generator Gawl adv 

4. Trigun pioneer 

5. Rayearth OVA Vol. 2 manga 
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SOFTUJRRE SCULPTURES RRI3 GRITIERS’ 
REPUBLIC UURRT TO GIVE VOU THE CHRRCE TO 

nne some riftv itirze prizes 

Answer the following MAZE trivia questions for a chance to win! 


1. In the OVA, what can Randy transform into? 1. 

2. What is Solude’s special power? 2. 

3. What is Mill’s catch phrase? 3. 

4. What is Aster’s profession? 4. 


5. Which characters have a duality similar to Maze’s? 5. 



Mail your entry to: 

CENTRAL PARK MEDIA® 

The Anime Zone™ 

Maze Trivia Contest 

250 West 57th Street, Ste. 317 

New York,NY 10107 


Name:_Age: 

Address:_ 


Phone: ( )_ 

E-Mail (if applicable)! 


All entries must be submitted on this official entry form(or photocopy) with all answers and contact informa¬ 
tion fully filled out. 


Promotional materials layout & copy ©2000 Software Sculptors Ltd. Original Japanese version "Maze Bakunetsujiku OVA" ©1996 Satoru Akahori, Kadokawa Shoten, 
JVC, J.C. STAFF. Original Japanese version "Maze Bakunetsujiku TV Series" ©1997 Satoru Akahori, Eiji Suganuma/Kadokawashoten, JVC, J. C. STAFF. Software Sculptors 
and logo are registered trademarks of Software Sculptors Ltd. All rights reserved. 
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Is this game still big? I suppose it is, but since I have a 
life. I’m not sure. Either way the action figures are on the 
way, so now, after hours of grueling online warfare, play¬ 
ers can make pretend with these nifty mutants from the 
ever-burgeoning Everquest universe. And this is only 
the first wave. The initial four characters due this 
fall are the regular version troll “Troll Shaman,” 

Dark Elf Magician, Dark Elf Wizard, and Iksar 
Warrior. Variants like the robed lads you see 
here will follow. Neat! 


•••••• • • •• •• • U •••• • H • 

• ••• •• • ••• •••••• ••••• ••••••• 

• • • • ••• • • • • ••• • • •• 


iWhilq us Dreamcast ho’s wait anxiously for the Heaw 
petal game to hit our console, we can buy Moore’: 
fhapely FAKK 2 figure and feel her up real good. Keef 
her away from Tyler though, that is if you like his head 


And finally, here’s a look at the amazing 
Armored Core action mechs that you 
can buy right now at banzai.com. 
Pretty cool, eh? These just rock in 
every way. 


www.gamersrepublic.com 


COLLECTIBLES*ACTION FIGURES*MODELS 















Sculpted By: S.O.tlt Studios 


ACTION FIGURES 


For these and other great products visit 
www.palisadesmarketing.com 


Palisades Logo and 2000 Palisades Marketing, LLC. All Rights Reserved. 

House of the Dead © 2000 SEGA ENTERPRISES, LTD. and Sega of America Dreamcast, Inc. All Rights Reserved 
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gr gear 


•Gallant Audiostorm PST 


Gallant • www.gallantcom.com • Retail: $299 


•Gamelink 300 


• www.monstercable.com • Retail: S49.9S 



Desirability: 


Is there a market 
for high-quality inter¬ 
connects for a game system? Monster Cable seems to 
think that the PS2 will bring a more sophisticated user into 
gaming, and they are prepared to go after them with their 
latest line of products. I received a sample of their S-Video 
interconnect for the PS2, and I must say I’m impressed. 
Not only did it come packaged in a beautiful, velvet-like 
pouch, but the build quality was exemplary. The GameLink 
300 exists in a different world from every other third party 
interconnect. The metal jackets on the plug end are a cool 
anodized blue, and the turbine-cut 24k gold plated RCA 
jacks grip firmly to their inputs. But this quality does not 
come cheaply. At around $50, they’re at least twice as 
much as standard third party interconnects. The rise in 
picture quality was apparent, however, if not exactly over¬ 
whelming. But you buy things like this for peace of mind, 
and for that little bit of satisfaction when you glimpse this 
big beefy cable coming out of the 
back of your PS2. gr 


SV miNE HOBBS 


Home theater enthusiasts will be about the only 
PS2 owners ready to run with 5.1 surround sound right 
out of the box. For the majority of gamers, however, a multichannel setup is something new, as 
there has never been a need or it has just been prohibitively expensive. Now, Gallant has a sys¬ 
tem for your consideration that is about the same price as the PS2 itself. 

The Audiostorm PST consists of a card-sized remote control, five identical satellite speakers, 
a subwoofer, and a box styled like the PS2 that houses the amplifier, Dolby Digital decoder, and 
basic video switcher. Setting up the unit couldn’t be easier. Simply plug the included optical 
cable into the back of the PS2 and then into the Gallant. You can also run your video signal 
through the unit, though it only supports composite. From here, you connect the five small 
speakers and the sub and you’re ready for multichannel sound. 

This is where things start to go south a little bit. While the five tiny spherical speakers are 
backed up by the boomy sub, they simply cannot produce an appealing sound and feel incred¬ 
ibly cheap. The PST’s biggest stumbling block though is the competition. 
For just a little bit extra, you can get a Dolby Digital receiver and speaker 
pack from the likes of Sony or Pioneer that sound quite a lot better. True, 
you don’t get the PS2 matching styling or 
the compactness, but what price do you 
put on sound quality? This is a fine con- 


• Fuji Finepix 40i 

m — m 

l Fujifilm • www.finepix.com • Retail: Approx. $750 

1 was so impressed by 

Desirability: 



in Japan covering the Tokyo Game Show, I just had to get 
one for myself. The Fuji Finepix 4oi is not only incredibly 
small (roughly the size of a portable minidisc player), but 
it boasts a four million pixel Super HAD CCD, allowing 
you take pictures at a resolution of 2400x1800. For a 
■ camera this size, this is incredible. But above and 
beyond the startling resolution, the 4oi can also capture 
320x240 video clips with sound (up to six minutes on a 64 
MB Smart Media card) and even playback raw MP3 files. With¬ 
out having to worry about the 
wonky checkout systems of Sony’s 
Magic Gate and Panasonic’s Secure Digital, ^ 
you can store all the MP3S you want on the 
removable media and share them an infinite 
number of times with your friends. This fea¬ 
ture may need to be modified if Fuji decides 
to bring the Finepix 4oi to the States, gr 



Konami RU025 


Konami • www.konami.co.jp • Retail: $99 (bundle) 


Desirability: 


For use with Konami’s lat¬ 
est Bemani game for PS2, 

Keyboard Mania, this USB-based peripheral, which comes bundled 
with the game in Japan, is surprisingly well made and perfectly suit¬ 
ed to the game. Without a doubt it takes some getting used to, for 
even as the keys are about as large as they would be on a decent 
sized synthesizer, their reduced number makes hand placement a 
little nebulous at first. But you can quickly get the hang of it, and 
the keys’ slightly rubbery but positive action makes it easy to play. 
And thankfully, Konami has provided two wheel controllers, one on 
each side of the keys, making it a cinch to reach them during those 
moments in the game that call for special flourishes, gr 
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RWUmR...GESUROHEIT 

To play as Akuma in Second Impact only, 
highlight Sean and press Up. 
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The following codes are inputted in the 
Cheats option. From the Main Menu, 
select the Special option and then the 
Cheats option. The screen will shake if 
the code has been entered correctly. The 
underline in the codes below means 
enter a Space. If using the alternate cos¬ 
tume codes, you can go back out to the 
Special screen and then select the Cos¬ 
tumes options to check out the new 
threads. 

R WILD WEB WE WERVE 

To access the Symbiote Spider-Man cos¬ 
tume, granting unlimited web supply, 
enter: BLKSPIDR 


TWO, TWO, TWO WITS ID 
ORE 

To access the Spider-Man 2099 costume, 
granting twice the power of each attack, 
enter: TWNTYNDN 

OH CRPTRIR, mV CRPTRIR! 

To access the Captain Universe costume, 
granting invulnerability, double damage 
hits and unlimited web supply, enter: 
S_COSMIC 

I DOR’T SEE RRV SPIDER 
MDU BIG WUSS? 

To access the Spidey Unlimited costume, 
granting the power to be invisible, 
enter: PARALLEL 

BEn REILLV ITIEET PETER 
PRRWER 

To access the Scarlet Spidey costume, 
granting no powers, but was first worn 
by Ben Reilly who claimed to be the real 
Spider-Man, enter: LETTER_S 

PRPER OR PLRSTIC? 

To access the Amazing Bag Man cos¬ 
tume, which increases the difficulty by 
taking away the Spidey belt so you can 
only cary two web cartridges, enter: 
AMZBGMAN 


RWWW, WHRT R PRETTM 
SPIDER 

To access the Ben Reilly costume, which 
doesn't grant anything but looks really 
cool, enter: BNREILLY 


SO, VR LIRE TR PLRV 
ROUGH, EH 

To access extra options in either game, at 
the Mode Select screen, hold down the 
Left and Right triggers and keep them 
held through the following: select 
Option and hit Start, press Left (2), X (2), 
Right (2), Down, Left (2), Y (2), Right (2), 
Down, Left (2), X, Y, Right (2), Down, Left 
(2), Y, X, Right (2), Down. If performed 
correctly, a new selection called Extra 
Options will appear. 


PETER PRRRER PICMED R 
PRCR OF PICHLEO PEPPERS 


To play as Peter Parker without any cos¬ 
tume, enter: MJS_STUD 


SDRRM SIR BUT VDUR 
PRnTS WOn'T BE REROM 
URTIL TUESDRV 

To access the Quick Change Spidey cos 
tume. enter: ALMSTPKR 


SO THRT’S HOW HOLLV- 
WOOO DOES IT 

To unlock the 21 different Storyboards 
used to create the movie scenes in the 
game, enter: CGOSSETT. The Storyboards 
option is in the Gallery option on the Main 
Menu. 


comic BOON5...I ITiERR 
GRRPHIC ROVELS, RRE 
COOL 

To unlock all six of the game comic cov¬ 
ers, located in the Gallery option, enter: 
ALLSIXCC 


RRRCHROPHOBIR? RO 
PROBLEm 

After inputting this code, you will unlock 
the Level Select option in the Special 
screen and be able to play any of the 34 
levels, enter: XCLSIOR 


R SPIQEV FRR’S WET 
DRERm 

To view a collection of 32 classic Spider- 
Man covers (including the first issue 
ever), located in the Gallery option, enter. 
CMC BUFF 


ORE SUPER, JUmBO, GIGRR- 
TO POPCORR PLERSE 

To unlock all of the game’s movie scenes, 
located in the Gallery option, enter: 
WATCH EM 


R SUPERHERO IS ROT ORLV 
R BIG SRROWICH 

To unlock all of the hidden characters in 
the game and listen to Stan Lee himself 
describe each, enter: CVIEW_EM. The 
Character Viewer is in the Gallery option. 


EVER R SUPERHERO REEDS 
HELP 

To access the ability to be invulnerable, 
enter: RUSTCRST 


THE PERNS OF RURRIRG 
REVERSOFT 

To put). James Jewett, the producer of the 
Tony Hawk and Spider-Man games, into 
the game in place of). Jonah Jameson, 
enter: RULUR. He will also appear in the 
Character Viewer. 


GILL'S GIRL GRILL 

To unlock Gill as a playable character, 
first beat the game. Then start a new 
game and highlight Sean and press Up 
once in SFIII or Up twice in Second 
Impact. 
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What GR is listening to tfiis month ► 


music reviews 


It’s pretty simple, real¬ 
ly. If you’re a fan of clas¬ 
sic video-game music and 
want to hear it performed 
well with real rock instrumen¬ 
tal arrangement, you must get 
this CD. The heart of the Miniboss- 
es’ debut CD is incredible versions of 


some of the greatest tunes from some of the greatest games of the 8- 
bit era: Castlevania, Ghosts ’n’ Goblins, Contra, Wizards 81 Warriors, 
Metroid and Simon’s Quest. Using some mad guitar, bass and percussion 
work (no synthesized crap here), the classic compositions have been re-cre¬ 
ated masterfully—even better than any arranged soundtrack to come out of 
Japan. Contra and Castlevania steal the show, but there’s not a bad track in 
the bunch; hell, even the 
tunes I don’t remember being 
that good on the NES rock 
here. Sure, there are five 
other tracks too, which range 
from mildly interesting to 
embarrassing (someone 
must be punished for 
their rendition of the 
G.I.Joe theme song), 
but the game 
tunes are 
awesome 
enough to 

ignore the rest. Right now their CD is only available 
through the Minibosses’ web site (minibosses.com), but 
with the musical skills demonstrated here, it’s only a matter of 
time before they land a contract (or start making redbook audio for 

Konami). How about Ninja 
Gaiden and Mega Man next 
time? - C. HOFFMAN 


It never fails. Each time I 
play VAST, anyone within 
an earshot is instantly trans¬ 
fixed. “What is that?” "It’s 
VAST (Virtual Audio Sensory The¬ 
atre), a gift of sound. Go buy it. I 

guarantee, even if you like_, it will 

fill your soul." I’m like an Amway 
salesman with VAST—a self-appointed 
freelance promoter of Jon Crosby and 
company. Have been ever since I stumbled 
across their self-titled debut CD, which I 
bought based solely on the packaging. If you 
frequent music television (or what’s left of it 
at least), you may remember their first video, "Pretty When You Cry," which looks 
like it was shot for about ten bucks, but was still pretty cool in an attractively 
creepy way. This time out the title track, "Free" (single of the year so far), 
is accompanied by one of the best music videos in recent memory. If 
you’re flipping through and see some guys in what looks like living 
swamp, you’ve arrived. The new material is somewhat more 
shiny and mainstream too, but it’s still utterly masterful in 
every way. Not nearly as ominous and gothic sounding 
as the debut with Music for People, Crosby is obvi¬ 
ously trying to attract a wider audience without 
selling out fans, and I think he’s done enough 
to please, if not overjoy, both. 

Where the original CD was best enjoyed 
curled up alone to reflect, to let your mind wan¬ 
der or just imagine, the new mate¬ 
rial is much more identifiable. "I 
Don’t Have Anything" soars as the 
love song of the new millennium, 
"Blue" will slip you in to an altered state, 
and "A better place" will undoubtedly turn 
you into a VAST fan for life as it seeps into 
"Song Without a Name" drenched in lordly 
background vocals and gallantry. It’s sim¬ 
ply magical. Maybe I would have preferred 
more of the solemn, hauntingly spiritual 
sound that hooked me initially, but honest¬ 
ly, I can’t say for sure. Music for People is 
another gift, a bright light in a music scene 
desperately in need of innovation and a 
return to musicianship over showmanship. 
I suggest visiting realvast.com right now 
to begin your ascent. - D. HALVERSON 
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^ O. Halverson 

1. VAST 

music for people 

2. SCORPIONS 

berliner philharmoniker 
moment of glory 

3. BT 

movement in still life 

4. BOWIE AT THE BEEB 

best of the BBC sessions 

5. ORPHEN soundtrack 


B, Hiechter 

1 RADIOHEAD 

kid a 

2 BJORK 

selmasongs 

3. MADONNA 

music 

4. SCORPIONS 

berliner philharmoniker... 

5. VAST 

music for the people 


'1= M. Hobbs 

1. RADIOHEAD 

kid a 

2. BJORK 

selmasongs 

3. MADONNA 

music 

4 HOOVERPHONIC 

the magnificent tree 

5. APHEX TWIN 

i care because you do 


Hooch 

1. VAN HALEN 

van halen 1 

2. THE PHARCYDE 

frontlines 

3. 2PA C/OUTLA WS 

hell for a hustler 

4. VAN HALEN 

5150 

5. HANDSOME BOY M.S. 

so how’s your girl 


T. Stratton \ 
1. MYSTICAL 

shake ya ass 

£ RADIOHEAD 

kid a 

3. MARTIN DENNY 

exotic sounds of... 

4. JONNY RAD 

skate and destroy 

5. BECK 

midnight vultures 


Lui 

1. MADONNA 

music 

2 AYUMI HAMASAKI 

duty 

3. MARIKO KOUDA 

sora 

4. L'ARC-EN-CIEL 

real 

5. LOVE HINA 

original soundtrack 


^ S. EJempster 
1. DESTINY'S CHILD 

The writing's on the wall 

2 VAST 

music for people 

3. 2PAC 

greatest hits 

4 UB40 

labor of love 

5 BOYS 2 MEN 

evolution 


^ S. Hk inn us o 
1. THE SPOOKS 

The Spooks 

2 MADONNA 

Music 

3. BLACKSTAR 

blackstar 

4. MOS DEF 

black on both sides 

5. COMMON 

like water for chocolate 


i. 13. Elmquist 

1. SPINESHANK 

the height of calousness 

2. SCORPIONS 

berliner philharmoniker 

3. NOFX 

i heard they suck live 

4. SOULFLY 

primative 

5. RADIOHEAD 

kid a 


CD C. Hoffman 

1. THE MINIBOSSES 

the minibosses 

2. MADONNA 

music 

3. WWF VOL. 3 

soundtrack 

4 . YASUNORI MITSUDA 

creid 

5. MELISSA ETHRIDGE 

your little secret 















































































ADV FILMS (www.advfilms.com) 

VHS • 110 MIN 

SUITABLE FORALL AGES 

Reviewed by Dave Halverson 


M and via ADV Filins—masters of 

all things anime—comes Weird- 
Ohs , a silly, children’s situation 
comedy with an emphasis on 
quickie sketches, chain reac¬ 
tions, and enough in jokes to 
keep the censor’s hands floating 
uneasily over the bleep button 
for the duration. We’re talking 

is jtij a slice of American Pie on the 

i M s ^ e ’ ^ e/ * r ^ ta ^ es pl ace * n a 

^jLjf parallel universe somewhere off 

The setup is familiar enough: 

dumber than dumb best friends 
who perpetrate nonstop havoc; Portia (pronounced Porche), the town 
squeeze and all-around glamour puss; Davy, the object of her infatuation 
(who happens to be in love with someone, check that, something else, 
namely his Harley); Wade A. Minute, the token spoiled rich kid who stalks 
Portia; and their teacher, Daddy 0 . Chassis, a man who’s baby (yup, Baby 
Chassis) drives a 120 horsepower baby buggy. At the diner where they hang 
out, V8 engines double as super charged food processors and the drink of 
the day is Clutch Cola. Where ReBoot makes constant reference to all things 
computer related, Weird-Ohs alludes to all things automotive. What could 
be stranger? Well, check out those mugs. The characters are neither human 


nor animal. Auto mutants? 

Regardless, the coffee j|a 

guzzlers at Mainframe do I 
a fantastic job of not only I 
bringing them to life but 

keeping up with the writ- HIMrdBPJHLj;: 
ers who literally fill every 

frame with either a I T iSf 
■p joke or pratfall. 

■ It wasn’t so long 
I ago that computer /’ 

^B generated toons 
were a novelty. With I 
m the introduction of 

Donkey Kong, Beast ^BBBBBBB^^^ .. *ss JGBSIBP 
p* Machines, Starship 

l* Troopers, Max Steele, Action Man and a slew of others, they’ve 
Jj practically become the standard. As a result, a show can no longer 
I survive on pretty renders alone. Weird-Ohs not only has the looks 
but hemorrhages humor at a rapid fire pace that will keep the kids 
Jm rolling on the floor while the parents, older brothers and sisters 
Bp (aptly glued) struggle to hold back their own inner child. 


c/>7ematrix 


WEIRD-OHS 


THE CUTTING ROOM FLOOR 


REVIEW 


In an inspired bit of paternal casting, Angelina 
Jolie's real-life dad, jon Voight, has been cast as 
Lara Croft's father in the upcoming Tomb Raider 
flick. Voight, perhaps most respected for his por¬ 
trayal of joe Buck in Midnight Cowboy (the only 
X-rated film ever to win a Best Picture Oscar), has 
recently gained cult status with his hilarious, 
mugging turns in films like i997's Anaconda. 


Long-time Tim Burton collaborator Danny Elf- 
man has just signed on to score Sam Raimi's new 
Spider-Man film, due out in 2002. Elfman, once 
frontman for modern rock group Oingo Boingo, 
got his feature-film scoring debut on Tim Bur¬ 
ton's Pee Wee’s Big Adventure , and has since 
scored the first two Batman films, Mission: 
Impossible , Sleepy Hollow, and many, many oth- 


Survivor cutiepie Colleen Haskell, having 1 I 

snubbed offers from Playboy for a naked romp, 

has just agreed to star alongside so-called funny man Rob Schneider in his 
new film. Animal. In this high-concept comedy, 
•? Schneider, upon receiving organ transplants from 
various animals, begins to take on the donors’ 

: Mm. characteristics. Sounds hilarious, no? Still, any 

r chance to get another eye-full of Colleen's cute 

$ ^ little face and hopefully healed legs should be 

worth the price of a matinee. And as for Colleen's 
new onscreen companion, even Rob Schneider 
must be an improvement over a naked Dick 


cinematrix 


THE GAMER’S GUIDE TO FILM 















centers! 


center 3S .com 


your interactive entertainment network 




Should you wish to put pen to paper (or finger to keyboard), please write to: 

Fallout, Gamers’ Republic, 32123 Lindero Canyon Road, Suite 215, 

Westlake Village, CA 91361 USA (editorial@gamersrepublic.com). 

... . « g 


Count Dracula wants his Dreamcast2! 
Dear GR, 

Now guys, listen to me very carefully 
and I want you to forward this e-mail to 
SoJ and SoA’s CEOs or give me their e- 
mail addresses so I can send this myself. 
Anyway, I want to talk about the DREAM- 
CAST 2!! Yes, you heard me right, 2! 
Because any one with a low IQ can see 
and knows that the current Dreamcast 
capabilities are no match for the coming 
bad boys (Sony, Nintendo, and 
Microsoft), so it is the right time to do 
number 2 since the Dreamcast is ruling 
the world right now and also because all 
the other competitors have revealed 
their hardware specifications. Also, right 
now the PS2 is no match for the Dream¬ 
cast but this fact will really change in the 
future (when MGS2 arrives). I myself 
cancelled my PS2 preorder and bought a 
Dreamcast (who needs Tekken when you 
have Soul Caliber). But the very very very 
most important thing about the Dream¬ 
cast 2 should be THE BACKWARD COM¬ 
PATIBILITY! YOU HEAR ME SEGA cause 
we don't want any more mad SEGA own¬ 
ers. So now it is the time to announce the 
second generation of the Dreamcast 
machine. 

The year 2001 would be great timing to 
reveal to the whole world who SEGA real¬ 
ly is. Finally, SEGA, after all what you 
have done to us ... we still love you and 
love your original games and we can not 
imagine the future without a zillion poly¬ 
gon per second Sonic. Again, don't for¬ 
get the backward compatibility this time 
please. 

Yours, 

Abdullah Alkhalagi a.k.a. Count Dracula 
An Arabic videogame magazine editor 
Holy Mecca 
Saudi Arabia 

Abdullah, 

So, let me get this straight. The Dream¬ 
cast is not as powerful as the PS2 but 
you cancelled your PS2 to buy a Dream¬ 
cast but want Dreamcast 2. Abdullah, 
pal, Sega's not even halfway through the 
lifespan of the Dreamcast; they just got 
the thing online and lowered the price. 


The next 2-3 years we'll see the console 
reach its full potential and rack up A- 
games like free beers at a tractor pull. Try 
to keep it all in perspective. If a console 
only stayed around for three years, a 
company like Sega, Sony, Nintendo, or 
Microsoft would never have time to 
recoup the millions it takes to market 
and manage a console. Sega will 
undoubtedly develop a new console 
sometime down the road, and chances 
are it will be backwardly compatible, but 
for the next few years enjoy the games. 
The greatest hardware can still have crap 
games just like dated hardware can still 
produce masterpieces. Look at Conker's 
BFD, Dinosaur Planet and Banjo-Tooie. 
Those three games will all likely be A 
titles, yet they're on a dated cart-based 
system. So enjoy Sega's best lineup 
since the heyday of 16-bit and leave the 
business to Sega. Peter and company 
know wasabe. We'd love to see your mag 
someday by the way. Send us a copy. 


Dear GR, 

Upon reading the Oct. 2000 issue it 
became clear that video gamers are also 
involved in politics, although some may 
say misguided. I will not discuss my 
political decision or why; more impor¬ 
tantly, I will discuss some facts that seem 
to be missing. 

Our country was founded on several 
principles (i.e., constitution) that have 
held intact through multiple political par¬ 
ties. We are a society based on democra¬ 
cy, not on dictatorship. Senator Lieber- 
man and Al Gore have some very sound 
principles. They cannot change our con¬ 
stitution or freedoms by themselves. Our 
Congress will still be made of many other 
senators, from each party (Republican 
and Democratic) that will combat 
attempts to moral our society. Look at 
the political parties based on previous 
right-doings, look past smears and other 
negatives. We have the power to dictate 
not only our President and Vice Presi¬ 
dent, but how and where they will play 
the game. (PUN) Modern email has cre¬ 
ated an opportunity for each gamer to 
contact their Presidential Party and let 
them know what they support. They also 


have senators and other party members 
at quick contact. Get out and 

vote.then provide some direction for 

your party. Don’t be scared of any indi¬ 
vidual, the power is still within the peo¬ 
ple. An analogy is find the good game 
and play it for all its worth, don’t look 
simply at the system or you may miss out 
on something truly memorable. 

Scott Blank 

Scott, 

You make some valid points, but maybe 
you missed ours. We're not saying to 
vote for any particular party, we're saying 
vote against those who would diminish 
our freedom of choice (in this case, 
against Lieberman). Even though no 
man can take away the rights to publish 
or play what we want, the chill effect 
caused by putting an anti-gaming, anti¬ 
media politician into such a high posi¬ 
tion could be enough to scare publishers 
into avoiding anything innovative or 
edgy so they don't get badmouthed on 
national TV. Those of us at GR, at least, 
are going to show our displeasure for the 
man who's built a career around empha¬ 
sizing digital violence over real violence 
in the voting booth, and we encourage 
like-minded gamers to do the same. 


Dear GR, 

Thanks for coming out against candidate 
Lieberman on libertarian grounds. That's 
pretty hardcore and gamers owe you for 
it. As you say Bush isn't much of a 
choice, either, but I cannot in good con¬ 
science vote for Gore and Lieberman, 
and I certainly do plan to vote. 

Just a thought: is it possible Capcom 
delayed Cannon Spike due to perceived 
political pressure already? That would 
suck. 

A Reader 

Reader, 

It is, and that is exactly why we're so con¬ 
cerned. In fact Capcom expressed con¬ 
cern when they visited our offices recent¬ 
ly. Any further tremors in the force we'll 
pass on to you. 













YOUR #1 SOURCE OF AMERICAN AND JAPANESE VIDEO GAMES 



Dneamcast.. 



DANCE DANCE REV. KING OF FIGHTERS 99 
2ND MIX $55 EVOLUTION $55 



DREAMCAST 
MOD. CHIP 
AVAILABLE NOW!! 
PLEASE CALL 
FOR DETAIL. 

IMPORT 
GIANT GRAM 2000 
COOL COOL TOON 
GRANDIAII 

SENTIMENTAL GRAPHITY 2 

SPAWN 

RUNE JADE 

STREET FIGHTER 3RD STRIKE 
JET SET RADIO 
ZUSOR V0S0R 
F-l WORLD GRAND PRIXII 
POWER STONE 2 
TOKYO HIGHWAY BATTLE 2 
GUNDAMGIREN'S GREED 
SAKURAWARS 
SAMBA DE AMIGO 
RECORD OF LODOSSWAR 
US 

NFL 2001 
QUAKE 3 

WWF ROYAL RUMBLE 
ECCOTHE DOLPHIN 
SYDNEY 2000 
D2 

THE RING 

SEGA GT 

VANISH POINT 

POWER STONE 2 

TOKYO EXTREME RACER 2 

CASTLEVANIA: 

RESSURECTION 

SEA MAN W/MICROPHONE 

VIRTUAL POOL 3 

LEGEND OF BLADEMASERS 


RENT A HERO $55 SUPER RUNABOUT $59 


PlayStation 



FATAL FURY WILD AMB. $29 


POCKET STATION $49 


"PLEASE CALL FOR ANY TITLES 
NOT LISTED ABOVE""* 
"NOW YOU CAN PLAY ANY 
IMPORT PSX GAMES ON U.S. 

PSX SYSTEM W/ PSX 
CONVERTER $ 19 /WITH ANY 
GAME PURCHASE" 

IMPORT 

FINAL FANTASY 9 
METAL SLUG X 
PERSONA 2 
DIGIMON WORLD 2 
RAY CRISIS 

SUPER ROBOT WAR ALPHA 
SD GUNDAM G GEN. F. 
KAMEN RIDER V3 
CHRONO TRIGGER 
VAMPIRE HUNTER D 
MOBILE SUIT GUNDAM 
BREATH OF FIRE IV 
ACONCAGUA 
MACROSS PLUS 


DANCE DANCE REV. 2nd $59 US 

TONY HAWK PRO SKATER 2 
RAYMAN2 

MIKE TYSON BOXING 
HARVEST MOON 
SHAO LIN 
CARMEGEDDON 2 
SYDNEY OLYMPIC 2000 
NFL GAMEDAY 2001 
SPIDERMAN 
VANISH POINT 

_ TENCHU2 

DANCE DANCE REV. 3rd $59 STAR TREK 
ALADDIN 
RG MAKER 
VALKYRIE PROFILE 
BUST A GROOVE 2 
RESIDENT EVIL SURVIVOR P 



PSX VCD ADAPTER $49 



IMPORT 


PLAYSTATION 2 



STREET FIGHTER RIDGE RACER 5 
EX 3 $60 $69 


KESSEN 

$69 


ETERNAL RING 
$49 



HRESVELGR STEPPING SELECTION TEKKEN TAG DEAD OR ALIVE 2 
$69 $49 $ 69 $59 



GOLF PARADISE ALL STAR PRO DRIVING EM0TI0N FIFA S0CCER 2000 
$59 WRESTLING $69 TYPE-S$49 $69 


IMPORT PLAYSTATION 2 

REAL SANGOKU MUSON 
REISELIED-EFFMAIL FANTASIA 
GUNDAM 

SNOWBOARD SUPER CROSS 

VELVET FILE 

SLIPEED 

TVDJ 

ROCK N MEGASTAGE 
GUN GRIFFON BLAZE 


LIVE WORLD SOCCER 2000 

LIVE POWER FULL PRO BASEBALL 7 

AQUAQUA 

ARMORED CORE 2 

WILD WILD RACING 

SCANDAL 


IMPORT WONDER SWAN 


SD GUNDAM EMOTIONAL JAM 

KRONOAOFTHEWIND 

EVANGELION 

CRAZY CLIMBER 

MSVS MOBIL SUIT GUNDAM 

ROCKMAN & FORTE 

CARD CAPTOR SAKURA 

DIGIMON ADVENTURE 

MACROSSTRUE LOVE SONG 

IANGRISSIER MILLENNIUM 

GHOULS & GHOST 

SUPER ROBOT BIG WAR COMP 2 

POCKET FIGHTER 

MSVS MOBILE SUIT GUNDAM 

HUNTER X HUNTER 

PLEASE CALL FOR ANYTITLES 
NOT LISTED ABOVE 


DBZ Super Battle Collection Action Figures Volume, 
142 Price from SI 3 or up 


| 4 IN ONE ACTION REPLAY S29 FINAL FIGHT REVENGE S59 



% 

VIRTUAL PRO 
WRESTLING 2 S59 

ALL SHOWN PICTURES 
ARE IMPORT GAMES!! 


•NOW YOU CAN PLAY ANY IMPORT 
N64 GAMES ON US N64 SYSTEM WITH 
N64 CONVERTER $15* 


IMPORT 

SUPER ROBOT BIG WAR 
ZELDA2 

LIVE POWERFUL BASEBALL 2000 
VIRTUAL PRO WRESTLING 2 

US 

RESIDENT EVIL ZERO 
OGRE BATTLE 
MARIO TENNIS 
TUROK3 
BANJO-TOOIE 
POKEMON PUZZLE LEAGNE 
RUSH 2049 
POWER RANGERS 
SCOOBYDOO 


'A 


Final Fantasy 8 Action Figures: $ 10ea/ 



IMPORT 

GAMEBOY 

GAMES 



COMPLETE LINE OF GUNDAM WING, GUNDAM F91, 
MOBILE SUIT GUNDAM MODEL KIT -CALL FOR PRICE 

6" F.F. 8 ACTION FIGURE $10/ea 
8" EVANGELION ACTION FIGURE $19/ea 
3* DIGIMON ACTION FIGURE $5/ea 
5" ROCKMAN X, 8, MODEL KIT $15/ea 


SUPER BATTLE COLLECTION 




Ml Ml MU 


MO MO Ml MS MO MB MO HLO 


SUPER MTfU COUICTIDN 


rt 




win m.a rat n w.a hlh urn win mv win w a urn m n 


NEOGEO$OCKET | A 

co ‘°" 1 ^07 


Systom Only 

NEOGEO POCKET j*.MH 

THE MATCH OF MILLENNIUM 

SNK VERSION CARD CLASH IS 

CAPCOM VERSION CARD CLASH 

SAMURAI SHOWDOWN 2 

METAL SLUG 

MAGICAL DROP 

PACMAN BUST A MOVE 

BIO MOTOR UNITRON 

SNK GAL FIGHTERS 

NE0 21 

EVOLUTION 

COOL BOARDERS 

METAL SLUG 2ND MISSION 

LAST BLADE 

OGRE BATTLE (JPN) 

ROCKMAN BATTLE & FIGHTER (JPN) 

DELTA WARP (JPN) 

COOL COOL JAM (JPN) 

KOF BATTLE DE PARADISE (JPN) 

COTTON (JPN) 

WE ALSO CARRY 
NEO-GEO CARTRIDGES, 
PLEASE CALL FOR DETAIL 


SUPER BAmi COLUGTION 



hi a win win wm ■ 


Mj| win wui win 


WE ALSO CARRY POSTERS, NOVELTIES, WALL SCROLLS, AND GAME MUSIC CDS 


ORDER HOT LINE: 


www.japanvideogames.com 


Dealer & Wholesalers Welcome! SB 

710-1 W. Las Tunas, San Gabriel, CA 91776 • Fax: 626-458-6845 





























































































CALL SOMEONE 


WHO CAN HELP 



f TURBO 
[viRTBOy 


■ ■■ 


THAT WOULD 
BE US. 


OLD SYSTEMS NEVER DIE, 
THEY JUST SHOW UP AT 

ScVAN'SJ 


$30.00 MINIMUM CALL FOR DETA 


r 1 n pi \ | j b v , 

rjyr jr J| | 

rj jJ jJiW 


A/E REfi 

lId 0 ■ 

HAVE 1 

r fin « 


WWW.McVans.com 

Vue: 219-493-3722 








► Spyro, continued from page 78 

within the confines of the system. And the superb voice acting, 
with the accents that are completely arbitrary and completely 
amusing, only adds to the personality. I especially liked the clumsy 
child with a speech impediment who commands you to “free your 
mind,” then soars across a valley and climbs up a wall and across 
the ceiling. Take the blue pill that is Spyro: Year of the Dragon and 
you too will discover the truth: this is a fabulous game, gr 

► Skies of Arcadia, continued from page 43 

strategy for each player in each turn, sort of like a real-time game 
of Battleship. Although the turn-based battles in Skies are stan¬ 
dard role-playing issue, the weapons and magic system are just 
the opposite. Without going into too much detail, six types of 
magic, determined by the color of your weapon, exist. Moon power 
and spirit points allow you to learn new spirit moves and magic 
spells, and each color represents a different type of magic. Of 
course visually these powers look absolutely amazing when 
unleashed. The music deserves a nod as well, as it's on par with 
everything else—magnificent. 

A few hours into the preview version of Skies, exploring the 
sewers of Valua—a spectacular fortress with two economies— 
after Vyse and Aika meet their first ally, Drachma—a battle savvy 
pirate with a mechanical arm who's sole purpose in life is to kill a 
gigantic Air Whale —my preview had to end. For now. It's times like 
these I wish I could lock myself away the way I used to before my 
life became a series of deadlines. If it means going without sleep, 

I will see the end of Skies, and then Grandia II, and PSO, as games 
like this make livin' that much sweeter. The Dreamcast firing on all 
cylinders is a joy to behold. I can't tell you how much I love this 
console and what Sega is doing with it. Like Nintendo, their origi¬ 
nal content scrambles your DNA, allowing you to leave the real 
world behind and escape into magical worlds once only imagined 
through books and the finest cinema, gr 

► Shenmue, continued from page 45 

achievement, and I'm nit-picking only because it is such an ambi¬ 
tious game. Imagine a role playing game that attempts to capture 
in real time the sensation of reality. This is what Shenmue does so 
brilliantly. As you walk around the various towns, it's absolutely 
amazing how real the environments look, and the character's facial 
mannerisms are truly unprecedented. This is partly because Suzu¬ 
ki dedicated a huge number of polys to the faces, skimping some¬ 
what on the body modeling and textures. This is actually very 
clever, as you spend most your time looking at the faces, and this 
is where all the emotion and drama is contained. No question, 
Shenmue is astounding, and should be at the top of any Dreamcast 
wish list. Just don't make the mistake that I did in assuming that 
Shenmue is going to transcend the video game genre, gr 

► Orphen, continued from page 67 

animation routines are limited and at times (especially during dia¬ 
logue) awkwardly repeat. The battle system on the other hand is 
excellent - you can lock onto any enemy and perform a plethora of 
spectacular magic attacks, summon elementals, or charge and slash. 
The game also runs at 6o frames, which is obviously one of the PS 2 's 
most apparent strengths. The gameplay has ample diversity, includ¬ 
ing simplistic platforming routines, mild puzzles, exploration ele¬ 
ments and lots of character interaction. In fact, together with the 
anime cut scenes from the Japanese TV series, the overall game uni¬ 
verse is quite appealing, mixing ample doses of role-playing, action, 
and story. It's a shame the dub comes off so poorly. And, unfortu¬ 
nately, Activision was not able to fix Orphen's camera woes, so 
hyper-cam is still in effect. Overall, I still really recommend a pur¬ 
chase on this one. It has its flaws, like Blue Stinger did for the Dream¬ 
cast launch, but it's the only game of its kind and, stands as a great 
gauge for future refinements, gr 
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order@gexpress.com 

212.290.0031 


layStation 2 


Meladi^Of t 
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say 


A400N1 


nfo @ gexpress.com order@gexpress.com 
126 West 32 Street, New York, NY 10001 


Fax: 212.290.0432 Phone Order: 212.290.0031 
































ADV Films 



SONY SATURN N64 DREAMCAST SNES GENESIS NES 


ANIME/VIDEOGAME MERCHANDISE 

CD MUSIC SOUNDTRACKS . ARTBOOKS 
TOYS . MODELS . WALLSCROLLS 

Metal Slug 2 . Dead or Alive 2 . Shenmue . 
Syphon Filter 2 . Virtual On 2 . Vagrant Story . 
Perfect Dark . Pokemon Stadium . Sega GT . Code 
Veronica . Coming Soon Turbo 16/Duo, Neo Geo 
CD . Playstation 2 . Tekken Tag . Ridge Racer V . 
Anime Collectibles! Evangelion . Dragonball Z . 
Sailormoon . X . Gundam . Import Pokemon Cards 
. FF8 Guardian Force Series 2 . FF8 Collectibles, 
soundtracks, action figures, wallscrolls, plush toys, 
keychains 

GET IT FROM THE PEOPLE WHO PLAY THE GAMES!' 

COMPLETE LISTING OF ALL MERCHANDISE 
ON THE WEB 

Cart-Mart 

2129 Wiley Blvd S.W. 

CedarRapids, IA 52404 
(319)396-3046 

Illustrated by Long Vo 
http://scroll.syste.ms 

SYNC is copyright 1997-2000 Long Vo and Scroll Productions 


. 99 

www.advfilms.com 

Anime Nation ... 111 

www.animenation.com 

Bandai Entertainment . 102-103 

www.bandai-ent.com 

Cart-Mart ..., .*. 128 

www.cart-mart.com 

Centers eat ... ... 123 

www.centerseat.com 

Central Park Media . 107 

www.centratparkmedia.com 

Enix . 17,87 

www.enix.rn 

Game Express . 127 

www.gameexpress.com 

Japan Video Games . 125 

www.japanvideogames.com 

Manga .. 109 

www.manga.com 

Mars Colony Music . 121 

www.marscolonymusic.com 

McVans . 126 

www.mcvans.com 

Media Blasters . 113 

www.mediablasters.com 

Namco ...... .. .3 

www.namco.com 

Nintendo . 4-5 

www.nintendo.com 

Palisades Marketing . 117 

www.palisadesmarketing.com 

Pioneer ........... 95 

www.pioneeranimation.com 

Planet Anime .... 105 

www.planetanime.com 

Rockstar . .36-39,41,46-47,85 

www.rockstar.com 

Sega ... IFC-i,2i-23,28-29,BC 

www.sega.com 

Titus .. 59 

www.titus.com 

Ubi Soft . 54 S 5 

www.ubisoft.com 

Ventura Distribution . 101 

www.bestbuy.com 

Working Designs . 9,11,13-15 

www.workingdesigns.com 



































\A/ hat do y° u 9 et when y° u mix ’ ns P ired gameplay and superb story- 
lr If telling with darkly compelling graphics and oppressive atmosphere? 
First off, Legacy of Kain. Then Legacy of Kain: Soul Reaver. And now the 
forthcoming Legacy of Kain: Soul Reaver 2 for PlayStation 2 and Dream- 
cast. Raziel is back, still thirsting for the soul of Kain, and because we're 
thirsting for this game, you're gonna get the finer details next month. And 
speaking of the finer things, would you be opposed to a review of Final Fan¬ 
tasy IX? How about Shenmue and Jet Grind Radio? If you're one of the 
lucky ones who was able to bribe a sales clerk for one of the 500,000 PS2s 
shipping to stores on October 26, check out what titles are coming before 
the holidays. Just wait till you play Gran Turismo 3. 















IT’5 B€EN A LONG TlfYlE 51NCE YOU UJERE INVOLVED IN A fREE'FOE'flLL OF TA15 
lYlflGNITUDEi CPU-HKE 111 ARENA ON 5EGfl CDREA M CA 5T 15 -R FRIIYIAL STRUGGLE FOR 
SURVIVAL WHERE THE FIT EECOmE CAAfYlRlDN5 RND THE UNFIT BECOIY1E STAINS. 

Practicing alone can only tfike you so far. If you’re ready to try your 

CHARm ON OTHERS, TRY A CA5UAL ONE~NlGATER IN TAE ARENA. YOU NEVER -KNEW! IT 
COULD RE LIKE TA15- 


Dreamcast 


RASTER 


PRODUCTIONS 


Animated Blood and Gore 
Animated Violence 





















